A
-
=
-
=
Lt
=
f=-)
=
-
]
=]
]
L
[}
=
=
il
-
=
]
- )
-
=
- ¥
-
=]
=
- =]




Stand Firm,
Captain!

he War Captain’s Companion 15
the newest accessory for the
SPELLJAMMER™ campaign.

This boxed set contains 2 wealth of

information that DMs and players

will find invaluable. It includes:

w A 96-page booklet with rules to
create your own spelljamming
craft

- A G4-page booklet derailing
every known ship in wildspace
and beyond — over 125 vessels

s The Combar Among the Stars
booklet, with rules for fleet
actions

s A poster with a multirude
of ships pp—
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30 3-D
fold-up
ships,
and two
starfield
maps
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.ew challenges
awalt you at

Waldenbooks!

Cret ready for adventure at

Waldenbooks where you'll find a
full line of products for TSR's

popular role-playing games, from

boxed sets and gaming modules to
DARK SUNT Waorld: Dvagon Kinps

secessories, novels and more. s ipler et L AROO
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Don't forget, Gamers: As a
Waldenbooks Preferred Reader
you'll save 10% every day on your
favorite TSR producis agnd earn

raluable purchase points wward
$3.00 certificates you can use on

your next purchase. Ask how you

can join and star

saving today!

Availible in May at Waldenbooks

Or call 1o order: ADANCED DUNGEDNS
& PNAGEINTY Privst Spell Cards
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The Original DRAGONLANCE'
Saga Authors are Back!

Margaret Weis and Tracy Hickman, Nancy Varian Berberick, Richard A. Knaak, Roger E.
Moore, Douglas Niles, Nick O'Donohoe, Dan Parkinson, and Michael Williams
are reunited in this trilogy of new short stories about the heroes of Krynn.
Rediscover the magic in The Reign of Istar, the first book in the new Tales 11 Trilogy.
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There’s nothing mousy about the new AMAZING® Stories: a
full-size magazine format, with full-color artwork that will make
you paws—and stories, reviews, and articles that will
leave you feline good about what you've read.
Each monthly issue is 96 pages, packed
with the best SF and fantasy
short stories and other
features.

For a copy of the
mosl recent Issue,
send $5.00 ($3.95
cover price plus $1.05
postage & handling) to
the address below—or
drop us a line, and wa'll

send you information

on how to subscribe

AMAZING® Stories
P. 0. Box 111
Lake Geneva WI 53147
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J_ETTERS

What did you think of this issue? Do you have

a question about an article or have an idea for a 18, CHAR 16 are weak. It drives me crazy. Since

new feature you'd like to see? In the United
States and Canada, write to: Letters, DRAGON®
Magazine, P.O. Box 111, Lake Geneva WI 53147,
U.S.A. In Europe, write to: Letters, DRAGON
Magazine, TSR Ltd., 120 Church End, Cherry
Hinton, Cambridge CB1 3LB, United Kingdom.

Unanswerables

The following are short excerpts from letters
that were actually received by the editors of
DRAGON Magazine. Except for minor editing,
they appear as they were written.

Dear Dragon,

Why isn’t there a table or something for
falling in love? | mean, if you look through the
Monster Manualsyou find some rather cute
beasties such as the dryad, sprite, alu demon,

Glasya, and nereids. But, of course, there’s those My question is, what characteristics do | get

girls in the group who have 18 comeliness. But
my DM just doesn't look like the kind of guy
who would put something like that in our
group. You see, there’s this girl elf in our group
who really makes me weak in the knees. Oh,
well, just send me a table if there is one, though
| seriously doubt it.

P.S. If there is a table, could you rig it so that
female elves fall in love with 9th-level assassins?

This paper was sent to you for good luck. The
original is in New England. The luck has been
sent to you. You will receive good luck within
four days of receiving this letter, provided in
turn you send it on. This is no joke. You will
receive good luck in the mail. An R.A.F. officer
received $470,000.00. Joe Elliot received
$40,000.00 and lost it because he broke the
chain.

| am sending you a copy of my 215th-level
magic-user/fighter, Sharmal. Will you send me a
remodified copy of him telling me what is legal
and illegal about the character?

One of my PCs fell in love with an NPC who is
a silver dragon. He accepts her for what she is.
They have been married for some time now and
want to know if it is possible to have a child.

Have you ever taken a shower with a person
who has been mauled by a tiger? | have.

My friend and | have an idea for a submission
to your magazine concerning cross-breeding of
races (e.g., half-troll, half-umber hulk, etc.) and
we would sure like a copy of your writer's
guidelines

| have a problem. The only campaign in my
area cheats like hell. They make up stupid rules
(such as sex drive), and they don’t use most of
the real rules (such as THACO, saving throws,
and experience points). Their characters get to
the 40th level in one week. The DM says ability

scores of STR 25, DEX 23, CON 18, INT 23, WIS

there’'s no other campaigns in my area, what
should | do?

. . . Please make twenty copies of this letter
and see what happens in four days. The chain
comes from South Venezuela and was written
by a missionary from South America. Since the
copy must make a tour of the world, you must
make twenty copies and send them to your
friends and associates. After a few days, you
will get a surprise. . . .

My character’'s name is “Brogg.” He is a 475th-
level fighter with 2,078 hp. Brogg is immune to
everything except a +3 club. And | would like
you to send me some new monsters that you
think could defeat him! He has killed almost all
of the arch-devils, dragons, etc. He has killed
everything in theMonster Manual land Il, and
the FIEND FOLIO® tome.

with dwarf/human offspring? (Dwarven females
are in short supply.) What are the differences
between half-brother PCs with the same half-elf
father but with a human mother and an elf
mother? What do | do if my crazy chaotic
dwarven baron succeeds in his siege of the
elven dowager viscountess’s castle? My worst-
case scenario is a character whose grandparents
include a half-elf, a stout halfling, a half-orc, and
a dwarf. Any help on these genetic problems
would be appreciated.

Is it possible for you to send me a complete
list of the prices of slaves you can buy?

A friend of mine wrote to you and asked you
if he could have a half-cat character (like in
Thundercats)And | was wondering if you said
that he could have them in the DUNGEONS &
DRAGONS® role-playing game? | was also won-
dering if he could also use all the weapons from
Thundercats—e.g+5 claw shield or a sword of
omens? Because he said that you said he could.

If a werewolf had sex with a human woman, is
there a chance she would contract lycanthropy?

Keep getting those great cover paintings.
(Larry Elmore would be welcome to tattoo my

back!)

When you've got a three-spelljammer garage,
keep gold dragons as pets, and rule a kingdom
when you're not moonlighting as an assassin of
gods, it's easy to forget that you started out with
a broad, or maybe a long sword, and some
chain mail, and a dungeon.

My house was minor damaged by Tiamat and
when | almost killed her she alway go back to
the 9 plains of hell. This happens about 3 times
every 6 months in D&D terms. | want to put a
stop to her coming and destroying my house,
friends, and most importantly my hit points.

Can you tell me how.

Continued on page 120
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The centaur of attention

Once upon a time, there was a happy
gnome thief with light fingers, a magical
dragonfly, and a human girlfriend. He had
it all, as far as he was concerned, but later
events proved that it wasn’t enough. One
day he got himself killed out in the wilder-
ness when no clerics were about except
for one old druid who muttered some
phrases, waved his hands, and had the
gnome reincarnated Then there was no
gnome at all; instead, there was a groggy
eagle wearing gnome clothes.

It took time for the ex-gnome to get used
to his new form. He lost his girlfriend and
thief skills, of course, and he gave away
his magical dragonfly, but after a while he
began to like being an eagle. It wasn’t bad
at all to soar thousands of feet over the
party, to see encounters miles away, to
dive on orcs with claws outstretched and
to fly so fast that arrows could barely
catch him. So eagle he stayed, for many
exciting adventures. The moral of this
story is: Hey, why not?

The eagle was one of my characters in
an AD&D® game played long ago. About
half the AD&D game groups I've been
with have featured at least one oddball
player character that you'd never have
imagined would be allowed in the game.
As long as the character isn't some sort of
godling, things often work out just fine
(even extreme circumstances can be toler-
ated for an adventure or two). Some
groups have more trouble with cavaliers
from the AD&D 1st Edition game than
they have with centaur archers, dryad
wizards, or aquatic-elf clerics.

Every role-playing game has different
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standards for what it accepts as legitimate
character types. As has been discovered
by many gamers around the world, how-
ever, such rules are usually flexible
enough to allow for even weirder charac-
ters than the designers imagined. Some
games, like TSR's GAMMA WORLD® sys-
tem, allow for incredibly bizarre charac-
ters including robots and mutant animals
and plants, many of which are perfectly
playable even if they aren’t human at all.
(An insectoid thri-kreen from the AD&D
DARK SUN™ campaign and an amoeboid
Dralasite from TSR’s STAR FRONTIERS®
game are completely nonhuman but usea-
ble within their respective rules.) Face it:
In terms of game mechanics, you can
make a toaster with arms and legs just as
effective a character as anything else.

A few general game-mechanics limits are
usually observed in order for a novel
character in any role-playing game system
to become a playable one—but, as shall be
noted, even these “laws” may be violated,
at least for a short period of time.

Intelligence: All characters in any role-
playing game, even barbarians (and even
toaster characters in Steve Jackson Games’
TOON* game, as noted in the editorial in
issue #178), are assumed to have at least
enough intelligence to plan out what they
want to do in their next game turn. Of all
the basic necessities for oddball charac-
ters, this one is the least likely to be dis-
carded (though I'm sure some people who
play barbarians and toasters will take
issue with me). If a character is too dumb
to think, it’s too dumb to be played.

DITORIAL

Communication: The character
should ideally be able to communicate
with the rest of the adventuring group,
meaning that the player can simply talk
with the other gamers and the game mas-
ter to make his character’s words and
deeds clear. However, many game systems
hamper communication between charac-
ters because of language difficulties. Mute,
deaf, or blind characters might also have
trouble making themselves understood,
and if they cannot read or write, either,
then they are in a fix. If a player has a
character who relies on pantomime or
sign language, the GM might require the
player to perform the same actions as his
character in order to see if anyone else
understands what the character is saying
(this could turn into an amusing party
game even under the pressure of a dan-
gerous encounter —perhaps especially
then!).

Optionally, the character might not want
to communicate with the rest of the
group. If the character is silently and
invisibly following the other adventurers,
he would need only to communicate with
the GM to make his actions known.
Though the other players know that the
“missing” character’s player is present
(unless that part is a secret, too, with the
player being secluded in another room or
even in another home, communicating
with the GM by phone during breaks in
the main action), their characters won’t
have the faintest clue unless the hidden
character has a dose of bad luck. In most
games, this situation might occur if the
hidden character is a thief, a spy, or a
secret benefactor who helps the heroes
without their knowledge. Perhaps he is
forbidden to speak with the other charac-
ters thanks to some sort of spell or reli-
gious belief. Perhaps, however, the
character is by nature unable to communi-
cate effectively, being transformed into a
pack mule, a bird, or the like. (The eagle in
the introduction was able to use telepathy,
so0 it didn’t count.) Perhaps it even started
the game as an animal or other being that
could not speak.

In the long run, a character who cannot
communicate with other characters is not
much fun to play. On short-term missions
this isn't as much of a problem, and if
cleverly run it adds much spice to the
goings-on. I wouldn’t recommend more
than one PC being incommunicado during
an adventure, as the adventure then be-
comes nothing more than an endless
string of notes being passed to the GM



with no one knowing what’s going on.

Manipulative ability: The character
should be able to use tools, weapons, or
magical powers that allow it to alter its
environment. This broad statement in-
cludes things like beating up monsters,
picking up treasure, fixing armor, catching
food, writing letters, drawing maps, etc.
However, you might have situations in
which a character is unable to use his
hands (being restrained or injured) or has
no hands at all (being a nonhuman animal
or robot). Even a tentacle can be a blessing
if it can flip off a light switch or carry a
dagger or gun; my eagle could use his
claws and beak to pick up and carry
things.

Playing a character with limited or no
manipulative ability is a real challenge. A
paladin in a long-ago AD&D game was
transformed into a giant cockroach for
smart-mouthing a deity; it was quite amus-
ing to see how he got around for the next
two weeks of game time, being unable to
open doors, carry weapons, etc. A charac-
ter with no way to handle things might
still prove useful as a scout or advisor.
Consider an SF-game character who is a
computer, unable to move about but able
to speak with the other heroes through
radios and able to see what’s going on by
watching television pictures sent by small
cameras carried by the heroes or mounted
on the group’s car. Game editor Anne
Brown recalls an adventure using
Chaosium’s CALL OF CTHULHU* game in
which her brother-in-law’s investigator
literally lost his body. The hero became an
insubstantial, invisible presence that was
unable to pick up any object or even com-
municate with other group members
unless he was allowed to temporarily
possess an investigator. However, he made
a dandy spy, being able to pass through
solid objects and report back later about
traps and monsters lurking ahead of the
group.

Movement: The character should be
able to move about in the game world
with the other characters, sensing what
they do and able to go where they go.
However, there are exceptions like the
computer in the SF game mentioned previ-
ously, or a sentient plant or crystalline life
form. An intelligent sword in a fantasy
game could move about only if someone
carried him (unless it was capable of
“dancing” —fighting an opponent on its
own—or could control a flesh golem or
unintelligent monster). In one game in
which I took part, one character was a
cleric who was cursedto remain only 6”
tall; he had his own special carrying case
when the group had to move along at a
rapid rate.

Compatible power: One player in an
early game I refereed had a demigod char-
acter who constantly caused problems for
other player characters. Had I used any
smarts in the matter, I would have simply
banned his character from play in my
games, but I was a novice and didn’t do it,

so several potentially good games managed
to get out of hand.

By compatible power, I mean that no one
character can control the actions of other
characters or handle the majority of all
conflicts and problems the group faces as
a whole. If someone is so powerful as to
make the rest of the group redundant on
an adventure, that character is too power-
ful. Anyone should be able to run a char-
acter significantly weaker than most
others if he wants, however, as this could
provide interesting role-playing opportuni-
ties. How well would a 1st-level halfling
thief cope with an AD&D adventure in
which everyone else is 20th level? Maybe
the thief has some use after all (“Hey, let
me open the door, okay? I can check for
traps!”). Maybe the weakest character has
something that gives him more power, or
has a mission that no one else can accom-
plish (what did Bilbo and Frodo Baggins
do, after all?).

If the player is trustworthy, other group
members might let him play a very power-
ful character if his actions are constrained
so as to make other characters important.
Gandalf traveled with some dwarves and a
hobbit, I recall, and everyone was impor-
tant to the adventure at Lonely Mountain
in some way. Perhaps the most powerful
character in a group might be a female
golden dragon who has secretly assumed
human shape to rescue her children from
a dungeon, but she cannot assume dragon
shape in narrow corridors; she might look
for competent fighters and thieves to
assist her, but she’ll otherwise act like a
wizard. Perhaps the toughest character is
a cursedmonster (a ki-rin or a deva, may
be) or a high-level cleric forced to do peni-
tence and limit his abilities. In any event,
he can't finish the adventure on his own—
he needs some helping hands.

Cohesiveness: The ability of a charac-
ter to work on group goals with low fric-
tion is very important. In a long-term
campaign, this quality ranks second in
importance for a playable character only
to intelligence. Granted, amusing adven-
tures can be had with set-ups like West
End Games” PARANOIA* system, in which
everyone is a traitor out to sell out every-
one else for personal gain, and this idea
works well for most short-playing adven-
tures. But if the players genuinely don’t
trust each other in a serious setting, the
gaming group will fall apart and is very
unlikely to be resurrected.

Rewards: In almost every game sys-
tem, characters have the chance to gain
some sort of reward for their deeds, be it
experience points, karma points, higher
ability and skill scores, better combat and
defensive abilities, more hit points, more
spells, or whatever. Even if the character
cannot gain bonuses to his personal statis-
tics, he can gain money, treasure, prop-
erty, personal favors, wishes, and fame,
and the player gains the enjoyment of
outwitting the GM. My eagle took the
treasure route as he could use certain

magical items, and he could always use
favors from other group members or from
the people they rescued. I also used to
play a high-level half-ogre fighter who no
longer cared about collecting either expe-
rience or treasure, simply enjoying the
thrill of pitting himself against terrible
foes (I've played a silver dragon and sev-
eral neutral ogres for the same reason).

Given these seven characteristics and
the knowledge that you can fudge with
several of them and still get an enjoyable
and playable character, you can come up
with some very interesting roles for your
next gaming session. If someone has a
paladin, would someone else like to role-
play his talking war horse or Pegasus? If
someone has a wizard, would someone
else like to play her brownie or pseudo-
dragon familiar? The CREATURE
CRUCIBLE™ accessories for the D&D®
game each offer a wide assortment of
unusual character races, and past articles
in DRAGON® Magazine have given such
variant AD&D game races as half-ogres
(issue #22), winged folk (#51), centaurs
(#103 and #105), half-dryads and half-
satyrs (#109), aquatic elves (#116), aarako-
cra (#124), and humanoids (#141). The
RPGA™ Network has had AD&D tourna-
ments in which all of the characters were
lycanthropes, animals, monsters, plants, or
undead revenants (they died in the first
round and were brought to unlife in the
second to complete their mission). In one
adventure, only one character was human
and the rest were his sentient magical
items.

If you're looking for more ideas on bi-
zarre characters, check out other role-
playing games and see what they offer.
Some recent horror games allow the char-
acters to become vampires, but even a
vampire is pretty normal compared to
certain SF aliens such as the Hiver from
GDW’s MEGATRAVELLER* game. I once
tried to talk a GM into letting a friend and
me role-play a two-headed giant, with each
of us running half the giant; maybe you'll
have better luck than I did.

The next time you're in the mood to
experiment and bend a few role-playing
rules just to see what happens, give this a
try. You may have to spend a little time
figuring out just what a sentient holy
sword or think tank can do to make itself
useful as a character, but the time might
well be worth the effort. After all, role-
playing is only a game, and games are
meant to be fun.

* indicates a product produced by a company other
than TSR, Inc. Most product names are trademarks
owned by the companies publishing those products.
The use of the name of any product without mention
of its trademark status should not be construed as a
challenge to such status.

DRAGON 7



T g L

CONVENIENCE
DELIVERY!

Fill out and mail the subscrip

If the card is missing, write to:

Subscriptions: TSR Ltd. Subscriptions

DRAGON® Magazine 120 Church End

PO. Box 111 Cherry Hinton

Lake Geneva, Wil 53147 Cambridge CBI 5LB
United Kingdom

DRAGON is a trademark of TSR, Inc. ©1390 TSR, Inc. All Rights Reserved.










suspend Your

- Disbeliel!

Too many Dungeon Masters construct
their AD&D® adventures arbitrarily, creat-
ing cities, monsters, and characters with-
out thyme or reason. Cities spring up out
of thin air, built by the whims of the DM
and populated with inhabitants who ap-
parently eat leaves and dirt as no arable
farmland is in sight. The citizens spend all
their time hanging out in taverns and
offering the party gold and magical trea-
sures to defeat evil monsters who romp
around in empty dungeons, apparently
eating cave moss and stray adventurers
since dungeons can’t support balanced
ecological systems. The dungeons, of
course, consist of numerous underground
rooms connected by twisting tunnels, all
built by little elves or dwarves or what-
ever solely to harbor monsters and store
treasure for adventurers to discover.

If this sounds painfully familiar, then
you or your DM is missing something that
would be called a plot if we were dealing
with a literary adventure instead of one
for a role-playing game. Plots are what
give motivation to the player characters
and, ultimately, give continued life to a
campaign.

Do you believe in magic?

One of the most important elements of a
plot, albeit an unseen and subtle one, is
called suspension of disbelief. It allows a
reader or player to pick up a story line
and accept the existence of things not
known to exist, like ghosts, fairies, magic,
starships, or aliens. Suspension of disbelief
allows this to happen without spoiling the
reader’s or player’s enjoyment by making
him stop and think, “Hey, that isn’t real.
Fireball spells don’t exist.” Logical consist-
ency in your adventures enables your
players to enjoy this suspension of disbe-
lief and empathize with the ghost, alien, or
fairy character that has no actual exist-
ence except in the author’s imagination.

Logical consistency means you don’t
violate the rules that you have set for your
universe. If you have established that
magic works, it ought to work in a reason-

by Tanith Tyrr
Artwork by Joseph Pillsbury

able and consistent manner. I can say:
“Okay, magical spells exist in this reality.
What I cannot do is allow them to be
thrown around in a careless fashion. Only
certain people—mages—can cast these
spells after years of hard work and sacri-
fice, and they must perform certain spe-
cific gestures and rituals to cast them.
Such spells take energy, and some of them
cause a reaction in the body of the mage.” I
have now established a reasonable set of
rules for the use of magic, a sort of
pseudo-physics, and as long as I do not
violate them, my players can enjoy suspen-
sion of disbelief.

A fantasy role-playing game usually
provides a reasonably coherent system of
magic-use. Sticking to that system in a
consistent manner and making the events
in your fantasy world fit those rules of
magic will go a long way to making your
campaign a believable one. If an event
violates the magic system (for example, an
enemy mage goes invisible with a snap of
his fingers instead of chanting the usual
words and making spell-casting gestures),
there should be a good reason for it (per-
haps the enemy mage has developed a
powerful invisibility spell).

Three-dimensional monsters

An area where suspension of disbelief is
necessary but seldom invoked is in the
creation of “monsters!” I can easily accept
that there are magical creatures if I have
accepted the existence of magic. What I
cannot accept is that they apparently run
around in underpopulated dungeons and
wildernesses with nothing to eat but the
occasional adventurer. The excuse that
they’re magical, so they don’t need to eat,
drink, or go to the bathroom, just doesn’t
make it.

If your monsters are intelligent, each
monster race should have a culture with
specific codes of appearance and social
behavior, and probably a religion or crea-
tion myth that justifies its social structure
or lack thereof. If the monsters are not
intelligent, they had better fit into a bal-

anced ecology with a specific prey or plant
population to support them; encounter
tables should reflect this. It takes a large,
steadily breeding population of prey ani-
mals to support one predator, and in any
given area, it is a lot more likely that a
party will meet a deer or other prey ani-
mal than a giant lizard or other predator.

How did your monster evolve? Is it a
natural beast that simply occupies a con-
venient environmental niche, or is it a
magical monster whose race was originally
created by an insane sorcerer’s experi-
ment? If your monster is an intelligent
humanoid, what sort of a cultural back-
ground and codes of behavior does it
have, and how do these influence its inter-
action with the PCs? If people think the
monster is a threat, why is it a threat in
the first place? If you can't justify a mon-
ster’s existence, you seriously jeopardize
your players’ suspension of disbelief.

Character consistency
Nonplayer characters also deserve logi-
cal consistency in a game. If they are well-
drawn and colorful, with realistic motives

and distinctive personalities, they are
eagerly accepted as “real” by the players.
An antipaladin who kills innocents and
pulls wings off butterflies just because he’s
eeevilisn't believable as a villain. Villains
can be totally psychotic, be vengeful of a
past defeat or injury, worship a fiend who
demands sacrifices in exchange for favors,
or just be hungry for wealth or power; a
motiveless villain who is bad “just because”
strains belief to its limits. Unintelligent
monsters’ motives are usually pretty sim-
ple: They attack you because they are
Neutral Hungry. Intelligent monsters
should have correspondingly more com-
plex motives, ranging from defending
their territory or young to robbing you of
your goods and gold (if these creatures
appreciate the value of such things).

Even good-aligned people or creatures
can be violently opposed to the party for
various reasons, such as fanatical belief in
a cause, disputes over land or property

DRAGON 11



rights, or a clash of cultures. To a typical
elf or druid, the idea of land ownership
might be utterly laughable. Who could
possibly own Mother Earth? Any farming
culture will disagree, and disputes might
then arise over land use. The kender, a
small mischievous race detailed in the
DRAGONLANCE® books, don't even recog-
nize individual property rights, and nei-
ther does the Innuit (Eskimo) culture of
our own world. These and other cultural
differences can lead to problems and
result in no lack of challenges for the

party.

Urban organization

The cities and villages you create for
your world should have a practical econ-
omy, usually based on some surplus of
production, be it cattle, grain, or rare
magical herbs. The government should be
congruent with the local economy and
cultural values. An elven culture might be
nature-oriented and freewheeling, disdain-
ing authority. A human village might be
crop-and-cattle oriented and highly class-
conscious, ruled by a council of merchant
elders or experienced farmers. An orcish
culture might be based on fighting prow-
ess and a military hierarchy, and its rulers
might change monthly or yearly, as the
assassination of superiors might be consid-
ered a socially acceptable way to move up

in rank.

An isolated city or group might develop
a specific and unique culture, perhaps
similar to that of feudal Japan, which was
based on honor and elaborate social rit-
uals. A bit of forethought can add a great
deal of local color to your city and the
characters within it, making them easier
to role-play.

An oft-neglected detail in the construc-
tion of cities is a fixed water supply, criti-
cal to any agrarian culture. Where is the
water, how do the people send it to the
city, and what happens if it fails? And
what about sewage? No humanoid group
of 20 or more can exist for long in one
place without a consistent way to dispose
of their wastes. This is one of the main
reasons why hunter/gatherer cultures
have to move around a lot—not to follow
game, but to escape garbage. Medieval
cities either solved that problem with
some sort of sewage disposal system or
else stank horribly and were filthy and
disease-ridden.

Of course, with the assumption of work-
ing magic, the water supply or sewage
system can be creatively supernatural. A
good example of this is depicted in the
Guardians of the Flame novels by Joel
Rosenberg. In the city of Pandathaway, a
baby dragon named Ellegon was chained
in a pit to burn the city’s waste bypro-
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ducts. Said waste byproducts hit the pro-
verbial fan when one of the heroes of the
books released Ellegon and left the city
without a viable sewage system. The city’s
rulers then had to pay outrageous sums to
clerics and mages to magically incinerate
the garbage, or have the streets piled
malodorously high in no time. DMs can
take their pick of methods, but should not
ignore the issue altogether.

Magical deus ex machina

Another serious impediment to achiev-
ing a successful suspension of disbelief is
deus ex machinayhich is the use by an
author or Dungeon Master of any event,
item, or being to solve a messy situation in
a simplistic and very unconvincing man-
ner. This appears as an arbitrary plot
device when seen in fantasy novels, or a
conveniently placed magical item when
seen in fantasy games. A horrendous
profusion of such “convenient” items,
acquired from “Monty Haul” DMs, adorns
the character sheets of many players,
making a 3rd-level thief a walking arsenal
comparable to a SWAT team. (“What? You
have two wands of Orcus?”Even without
the problem of Monty Haul referees, a
character who has played in enough cam-
paigns will eventually pick up a lot of
magical treasure. One or two magical
items in the party can add creative spice to
the game, giving the players more options
to use in surmounting their challenges,
but one or two items for every occasion is
a sure plot-killer.

Try this quick trivia quiz: How many
magical items were there among the entire
party in The Lord of the Ringer The
Sword of Shannarayr any other major
fantasy novel for that matter? The answer
is, invariably, “not many!” Why? Such items
ruin the plot if at every hint of danger the
heroes can whip out a magical thingamajig
and neatly extricate themselves from any
predicament. The vulnerability of the
heroes who strain against overwhelming
odds works in their favor to create an
enjoyable plot. Published authors know
that walking arsenals and arbitrary adven-
tures will bore the waste byproducts out
of their audience, and they don’t inflict
them on their readers. Many game ref-
erees would do well to emulate those
authors.

Finding a balance between keeping up
the willing suspension of disbelief and
keeping the adventures exciting isn’t al-
ways easy, but it is well worth doing, as
any published author can tell you. So why
isn’t this principle valid in fantasy gaming
as well as fantasy writing? Should it even
apply to gaming at all? If you want to treat
the D&D or AD&D system as a game in
which the whole point is to garner trea-
sure and magic and beat up the monsters,
then probably not. If you treat your cam-
paigns as interactive adventures, with
your PCs as part of the plot, then the
answer is most emphatically yes. Q
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Even the lowliest sword + 1 should be unique

Take #1:
GM: “Ahead, through the doorway,
Zandar sees a large reptilian shape.”
Player: “Zandar pulls out his sword.”
GM: “Which one?”
Player: “His sword +2, +5 vs. dragons.”
CUT!

Though I have played D&D® and
AD&D® games for the last 12 years, I still
have not seen adequate descriptive cover-
age of the weapons detailed in fantasy
gaming. Most players can name 20-40
different types of medieval weapons. Some
players might also remember how their
characters obtained their current weap-
ons. These same players, however, can’t
tell you the specifics about those weapons
except for their official rule-book names
(e.g., sword +2, +5 vs. dragons)The
artists who depict the weapons used by
our fantasy characters have been doing an
excellent job. It is time for the writers and
gamers to catch up.

Most weapons outlast the characters
wielding them, being passed on to fellow
characters or subsequent generations.
Some of these weapons may be complex
enough to deserve their own record
sheets. Every weapon should have at least
a name. Even a high-quality dagger costing
20 gp should receive a nickname from its
owner; names like Small Fry, Needle, or
Minimal might apply,

I also feel that not every weapon with a
bonus to hit should be considered magical.
A weapon might be superior in balance,
have an exceptionally keen edge, be of
superior workmanship, or boast exotic
steel in its blade. It might have special
magical powers due to certain features on
the weapon itself, though the blade is not
itself magical. If characters use their non-
magical weapons to pry open gates and
chests, these nonmagical bonuses won’t
last for long. Any weapon with bonuses of
+ 3 or more should exhibit some type of
magical enhancement that was given for a
logical reason.

The following are just a few of the many
possible materials to increase our options
on weapon detail. Be creative in the weap-
ons used in your campaign.

Brainstorming blades

The following are suggestions for the
materials, shapes, and decorations for
fantasy swords. After that is a format for
detailing a magical blade and some ques-
tions that should be answered when a DM
creates any magical weapon for use in his
campaign.

Steel-alloyed blade materialMithril,
adamantite, stainless, high carbon (will

by Charles Rodgers

rust), damascus (layered steel).

Other blade materials (magically
strengthened): Crystal or glass (with glas-
steel), obsidian, ceramic, bone.

Blade shapes and featureStraight,
curved, tapered, kris (wavy blade), blood
grooves (fullers), notches.

Hand-guard materialsBrass, bronze,
steel, nickel.

Hand-guard shapes:Arched snakes,
clenched fists, clashing dragons, human or
godlike forms.

Handle materials:Ivory, fossilized ivory,
antler, horn, human or monster bone,
dragon teeth, ebony or exotic wood, mar-
ble, jade, leather-wrapped metal.

Handle shapes and featureStraight,
tapered, fluted (with straight or spiral
grooves), prism (flat sides, not rounded),
hand-fitted, hollow (detachable pommel;
can hold small items like gems, coins, small
tools, papers, liquid).

Pommel materialsSteel, crystal, or large
gemstone (magically strengthened).

Pommel shapes and featur@donster’s
head, cross, skull, holy symbol, treetop,
hand or paw, short blade.

Accents: Word engravings, picture carv-
ings or etchings, magical runes, precious
metal inlays, jewels and gems.

The FORGOTTEN REALMS® accessory,
FR4 The Magisterhas a few good exam-
ples of sword detail. I propose to take this
one step further and use the standardized
outline that follows for swords and all
other remarkable weapons:

Name of weaporifhis can be assigned
by the DM or given by the bearer of the
weapon.

Gold-piece value:This is the average
value of the weapon if sold, provided a
suitable buyer can be found.

Legend: This part details the weapon’s
history: Where did the weapon originate?
Are there others like it? Who made the
weapon, and how? What is the age of the
weapon? Why was the weapon made?
Who were some of its previous owners? In
what great battles was the weapon used?
Where was it last known to be? (Please
note that not all of a weapon’s legend will
necessarily be true; the legend reflects
what most people know of it.)

Appearance: A precise verbal depiction
of the weapon should be given, answering
questions like: How big is it? What materi-
als were used in its making, and how?
What is the guard made of, and in what
configuration? What are the handle and
pommel made of? What shapes and pat-
terns are present on the weapon? What
writing, if any, is evident, and in what

language? Is the weapon usually found in
a sheath, box, or some other type of con-
tainer? (The previous suggestions can help
you make these decisions quickly).

Combat bonusesAll bonuses or penal-
ties to attack and damage are given here,
including those against special opponents
(e.g., lawful beings, dragons, shape chang-
ers, etc.).

Magical abilities: Here are detailed all
special powers granting detection abilities,
light emission, dancing, sharpnesstc.
How and when such powers operate are
also described.

Intelligence:If the weapon is capable of
thought, the intelligence score is given.

Ego: If the weapon has willpower, the
ego score is noted here.

Alignment: The weapon’s alignment, if
any, is given here.

Communication: All means of communi-
cation that the weapon is capable of are
given here, including spoken languages,
empathy, telepathy, pointing, pulsating
glow, or moving runes that form words
along the handle or blade.

Personality: If the weapon is intelligent,
has an ego, and can communicate, the
details of its habits, typical responses, likes
and dislikes, and other personality notes
should be given as well, with notes on how
it is likely to interact with anyone who
picks up the weapon or activates its
powers.

Other: Other questions that need to be
answered concerning the new weapon
are: How can this weapon be destroyed or
its powers reduced or negated? Is anyone
currently seeking this weapon, and does
someone already have it? What possible
adventures involve this weapon?

Two good blades

What follows are examples of two weap-
ons using the format suggested in this
article. These are weapons from my own
campaign but have been slightly modified
to fit the FORGOTTEN REALMS® cam-
paign world, so that they might be more
useful to other gamers.

Soulseeker

Gold-piece value:7,500 gp

Legend: From the volcanoes of the Great
Sand Sea come large amounts of lava,
some of which has large pieces of obsidian
in it. The desert nomads have learned the
art of flint napping and have used obsidian
tips on their spears for centuries. Highly
skilled artisans are able to make large
blades for daggers. Soulseekeis such a
blade.

A war fought deep in the Underdark’s
caverns resulted in the destruction of
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many of the evil creatures involved. The
remains of some of the vilest fiends were
melted into a magical lava flow, forming
an especially large chunk of obsidian. One
of the great blade makers used this piece
of obsidian to make Soulseeker. The name
is derived from the fact that the fiends
flesh in the blade is constantly seeking a
soul for itself. This blade has killed many
times and still seeks more souls.

The blade traveled from the Great Sand
Sea to the trading cities. A blade collector
in Waterdeep sent for the dagger, but
Soulseeker never reached its destination
because of a theft from a trading caravan.
The last known rumor is that the blade is
in the hands of Waterdeep’s black market,
perhaps having made its way to the city of
Skullport (from the Ruins of Undermoun-
tain boxed set and DRAGON® issue #172,
“Seeing the Sights of Skullport”).

Appearance: Soulseekdns a 20-cm
glassy-black obsidian blade that is approxi-
mately 4 cm wide at the guard. The blade
was made using flint napping and has a
slow taper to the point. The handle is
made of fossilized ivory, the guard is gold
with inlaid runes of onyx, and the butt cap
is also of gold and onyx. The blade travels
in a silk-lined case made of ebony, with
gold hinges and a cover that is a thin sheet
of translucent obsidian.

Combat bonusest 2 to hit; + 5 to damage
Magical abilities: Soul stealingseefol-
lowing) on a failed saving throw vs. death
magic; detect evil/goodn a 60’ radius;
detect invisible objectin a 10" radius;

detect magidn a 30" radius.

This blade has one of the sharpest edges
available. Obsidian edges are prized by the
nomad healers for use in surgical proce-
dures. The strongest power of Soulseeker
is its stealing of souls. Anyone who is hit
by the blade with a natural 20 must save
vs. death magic or lose his soul to the
blade, dying at once. If the victim dies
from a hit by the blade, his soul is auto-
matically taken into the blade, and the
creature cannot be resurrectedOnly a
wish spell will bring back a soul and per-
mit resurrection.Those of alignments
other than that of the blade suffer 1d6 hp
damage every round they touch any part
of this weapon, unless they are its victim
and suffer damage as detailed otherwise.

Intelligence: 17

Ego: 16

Alignment:CE

Communication: Speaks Common.

Personality: Soulseeker makes no pre-
tense of its true goals, but it is remarkably
seductive to any chaotic-evil being that
grasps its hilt. It always tries to control its
owner and urge him to slay victims at
every possibly turn, seeking all souls possi-
ble, though it will encourage stealth and
duplicity to keep the killing spree going as
long as it can. Soulseeker especially seeks
victims of high level or high social stand-
ing, gladly stealing the soul of a great
wizard, mayor, priest, or general.

Other: Soulseeker saves against attacks
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as rock +2 and can be destroyed in any
number of ways. Two good-aligned
churches, one assassins’ guild, and four
adventuring parties are currently seeking
this weapon to either destroy or make use
of this item.

Spellbinder

Gold-piece value10,000 gp

Legend: A warrior named Algor and a
nameless, evil wizard decided to end their
feud of many years with a duel. Algor,
realizing his magical inferiority, had a
special sword crafted that would absorb
spells cast by an opponent. On the day of
the duel, Algor presumed he was now
superior, but he should not have trusted
an evil wizard to fight fair. At a decisive
moment in their battle, the wizard was
joined by two of his evil cohorts. Simulta-
neously, all three blasted Algor with spells.
Algor was annihilated, and his possessions
were thrown across space and time. Sev-
eral years and many miles away, a farmer
found Algor’s sword in his field, and he
traded the blade for animals and equip-
ment. The sword has changed hands many
times since. Spellbinder was once reported
to have been offered as payment for a
glass of ale in a tavern. Most of its owners
never realized Spellbinder’s full potential.
Spellbinder was also known as Algor’s
Weakness after its history was made pub-
lic by a wizard-sage.

AppearanceThe extremely sharp
layered-steel blade is 120 cm long; overall,
this well-balanced weapon measures 160
cm. The blade has a single blood groove
and two bilateral notches near the base.
The handle is of deeply fluted dragon
bone with a gold ring at each end of the
flutes. The guard is curved toward the
point and ends in two claws grasping
crystalline spheres. The face of the guard
has two large triangular sapphires with
their points together. The pommel is coni-
cal. If found, the crystal spheres will prob-
ably already be shattered or absent.

Combat bonusest 2 to hit; + 3 to damage

Magical abilities: Absorbgas a rod of
absorption)up to 12 levels of wizard or
cleric spells (12 first-level spells, or six
second-level spells, etc.); detects magidn a
30" radius.

This sword can be wielded by members
of any alignment. The sword must be held
by its handle to absorb incoming spells; no
part of the hand can touch the blade or
guard. The crystal spheres absorb the
spells, each sphere absorbing six levels. If
the wielder attempts to absorb more than
this amount in a single round without
discharging some of the spell energy, the
spheres shatter and the sword no longer
absorbs any spell levels until the crystals
are replaced (they can be had at glassware
shops for roughly 50 gp each, but enchant-
ing each of the spheres with the proper
spells is quite a bit more expensive, requir-
ing a wizard of 16th level or greater).

Intelligence: 12

Ego: 11

Alignment:N

Communication:Empathy.

Personality: Spellbinder is a bit of a snob
and wants an owner that it cannot easily
control. In the past, Spellbinder has con-
stantly kept on the move from owner to
owner, forcing its user to trade it away if
he did not measure up to the sword’s
standards. It is currently seeking an own-
er who understands the schools of magic,
preferably a fighter-wizard. The weapon
wants to be polished often and kept in a
nice, gem-encrusted scabbard.

Other: The evil wizard who engineered
Algor’s death has since become a lich. As a
side interest, the lich has begun to look
into rumors of a sword matching the one
Algor used against it years ago, and it
would like to obtain this weapon simply to
add to its trophy collection.

With all of this information in mind, let’s
revisit the opening scene in this article:

Take #2:

GM: “Ahead, through the doorway,
Zandar sees a large reptilian shape.”

Player: “He unsheathes Drakedoom and
waves its kris blade before him.”

GM: “His blade’s blue-marble handle
gives off a soft fluorescent glow.”

Player: “Ah, so the exquisitely sharp
edges of the sword will penetrate the
dragon’s scales!”

GM: “Roll for initiative.”
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©1992 by Rick Swan

Here's my instant psionics system, in-
tended for the AD&D® game but adapt-
able to any fantasy role-playing game with
a minimum of fuss. Using these simple
rules, player characters can generate
mental lightning bolts, communicate tele-
pathically, and annoy their enemies with a
startling variety of mental magic.

Role-playing games’ ratings

X Not recommended
* Poor, but may be useful
i Fair
*kk Good
i Excellent
i The best




1. Every wizard and priest spell has a
psionic equivalent, the only difference
being that the name of the spell is pref-
aced by either “psi” or “mind,” as deter-
mined by the Dungeon Master. For
instance, blindness becomes Psiblindness,
and knock becomes Mindknock.

2. At the beginning of each day, a PC
receives a number of Brain Cell Points
(BCPs) equal to his intelligence score. To
use a psionic power, he expends a number
of BCPs equal to the power’s level. For
instance, using Psiblindness costs 2 BCPs,
while Mindknock costs 3 BCPs.

3. A psionicist uses his powers in the
same way as a wizard or priest casts
spells, except there aren’t any verbal,
somatic, or material components; the
powers come directly from his mind. The
effects of a psionic power are identical to
those of the corresponding spell.

4. When a PC runs out of BCPs, he can’t
use any more psionic powers. He recovers
a full load of BCPs the next day.

What's that, you say? My system’s no
good? Too simple-minded? Too much like
magic? No significant effect on the play of
the game?

Okay, you're right—it stinks. But it's only
marginally worse than the psionics sys-
tems in most RPGs. Designers often ac-
knowledge the potential of psionics by
including psionic-like elements in their
games, but they seldom come up with a
coherent, inventive approach to the con-
cept as a whole. Usually, the psionics sys-
tem turns out to be either just another
magic variant (as in Palladium Games’
PALLADIUM ROLE-PLAYING GAME#,
which makes a cursory attempt at distin-
guishing psionics from magic by using
inner strength points and mind mages, but
muddies the water with levels and saving
throws), just another collection of spells
(as in The Avalon Hill Game Company’s
RUNEQUEST* game, in which psionic-
styled powers like mindlinkand mind-
speakare lumped in with the magic
system), or a set of vaguely defined rules
bordering on the incomprehensible (as in
the AD&D 1st Edition game—I never did
get the hang of attack and defense modes).

So, what's the problem? In a nutshell,
psionics is too complex to be adequately
covered in a skimpy appendix or a few
paragraphs of optional rules. The topic is
rich enough to merit a full-length book
that ideally should address all of the
following;

Premise: What's the rationale for psi-
onics in the campaign world? Who gets
psionic powers, and why? Is psionics su-
pernatural or scientific; is it learned or
innate? Are there special psionic character
classes? What distinguishes psionics from
magic?

Mechanics: A good psionics game
system requires complete, understandable,
and logical rules for the acquisition and
execution of psionic powers. The rules
should be self-contained and original, not
clones of the magic system.

Powers: Are there a variety of imagina-
tive powers, effective enough to be fun to
use but not so formidable as to unbalance
a game? Are the effects of psionic powers
clearly distinguishable from magic spells?

Psychic combat: Is there a clever
system for staging psychic duels? Is psy-
chic combat an exciting contest in which
opponents make meaningful choices with
dramatic results, or a tedious exercise in
dice-rolling?

Extras: These aren’t necessary, but they
are nice. Possibilities include role-playing
tips for psionic characters, psionic NPCs
and organizations, and adventure outlines.

Thankfully, the folks at TSR, Inc., May-
fair Games, and Steve Jackson Games have
risen to the occasion with the release of
the supplements discussed here. Since
each book has a distinct emphasis and
approach, and none is adaptable to all
styles of play, there’s no clear winner.
However, they're all comprehensive, intel-
ligent, and entertaining treatments of a
topic that’s gotten the short shrift far too
often.

The Complete Psionics

Handbook e
128-page softcover book
TSR, Inc. $15

Design: Steve Winter (monster updates by
Blake Mobley)

Editing: Andria Hayday

llustrations: Terry Dykstra, Dee Barnett

Graphic design: Stephanie Tabat

One of the curiosities in the AD&D 2nd
Edition revision was the absence of psi-
onics rules. While nobody really believed
that TSR would abandon the concept
altogether (not with monsters like the
thought eater and cerebral parasite still
running loose in pre-existing AD&D cam-
paigns), I still doubt that anyone expected
anything as radical as the The Complete
Psionics Handbook Considering that the
1st Edition rules amounted to little more
than an appendix in the Players Handbook
with a few pages of combat rules in the
Dungeon Masters Guidéhrown in, a 128-
page expansion may strike some as not
only too much of a good thing but down-
right intimidating. Is all this (groan) yet
another set of rules?

Not to worry. Most of the book consists
of power descriptions; the rest is a
straightforward presentation of an easily
managed and highly playable system that
clears up the ambiguities in the 1st Edition
game and adds a number of elegant new
touches. So appealing is the new approach
that about an hour after I eased psionics
into my AD&D campaign, all four of my
players were itching to abandon their
long-standing fighters and wizards and
start from scratch as psionicists.

Premise: AD&D game psionics is now
the domain of an entirely new character
class called, appropriately enough, the

psionicist. Just as the fighter’s abilities
derive from strength and the wizards
talents stem from his intelligence, the
psionicist’s skills are based on wisdom and
constitution. Beyond minimum wisdom,
constitution, and intelligence scores,
psionicist requirements aren’t significantly
more restrictive than for any other class.
Though humans can attain higher levels of
expertise, all races are eligible. Chaotic
characters, however, aren’t allowed to
become psionicists, the rationale being
that volatile chaotics lack the discipline
required to focus their mental energies,
It's an understandable limitation in the
context of the rules, but an unfortunate
one in terms of drama, as it seems to
eliminate the possibility of scenarios fea-
turing psionic loonies on brain-blasting
rampages, leveling villages and disintegrat-
ing innocent bystanders. But you can’t
have everything.

Psionic powers are assigned to six disci-
plines, roughly comparable to a wizards
schools of magic or a priest’s spell spheres.
Disciplines include clairsentience (compa-
rable to the greater divination magic
school), psychokinesis (animating and
controlling existing objects and forces),
psychometabolism  (body-changing
powers), psychoportation (teleportation
variants), telepathy (mental communica-
tion and psychic attacks), and metapsionics
(enhancement of other psychic abilities).
Powers aren’t assigned levels like magic
spells; rather, they're designated as either
sciences (major powers) or devotions
(minor powers). As a psionicist gains expe-
rience and advances in level, he acquires
more powers; for instance, a 1st-level
psionicist has only one science and three
devotions, but gets 10 sciences and 25
devotions if he makes it to 20th level. As a
psionicist rises through the ranks, he also
gains access to defense modes, a concept
carried over from the 1st Edition rules but
refined and clarified in this handbook. The
defense modes are special telepathic
powers, such as Mind Blank and Tower of
Iron Will, which are received free of
charge and don’t count against a psioni-
cist’s normal power limits.

Mechanics: The use of psionic powers
involves a variant of the proficiencies
system developed in the 2nd Edition rules.
Each power has a score rated in terms of a
particular attribute; Tower of Iron Will,
for instance, has a Power Score of Wis
- 2. When attempting to use a power, the
player makes a Power Check by rolling
1d20 and comparing the result to the
Power Score. A roll less than or equal to
the Power Score means success; if the PC’s
wisdom score is 16, a roll of 14 or less is
needed to use Tower of Iron Will. Addi-
tionally, each power description includes a
specific penalty suffered by the psionicist
if a 20 is rolled; if the Tower of Iron Will
roll is 20, the psionicist is unable to engage
in psionic activity for 1d4 hours.

A psionicist has a fixed number of Psi-
onic Strength Points, derived from his
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wisdom score, to expend on psionic
powers. Instead of memorizing spells like
a wizard or praying for magic like a priest,
a psionicist simply expends the number of
PSPs required by a particular power (6
PSPs for Tower of Iron Will), then at-
tempts a Power Check. If the check fails
and the power doesn’t work, he forfeits
half the PSP cost but is free to try again
later. If he passes the check and the power
is successful, the psionicist has the option
of expending additional PSPs to maintain
the power in subsequent rounds. The
basic procedure is similar to the magic-
point system used in other fantasy games
(such as the RUNEQUEST game) and has
the obvious advantage of increasing the
player’s options and giving him more
control over his actions.

Psionicists recover lost PSPs every hour
in which no additional PSPs are expended.
The less physical exertion, the more PSPs
recovered; a walking PC recovers 3 PSPs
per hour, and a resting PC recovers twice
as many. The recovery system makes
sense, but it's a pain to manage; not only
must the DM keep track of time to the
hour (awkward even in the best of circum-
stances), he also must estimate activity
levels (difficult in complex encounters). I'd
have preferred something along the lines
of automatic recovery after a good night’s
sleep. This reservation aside, the rules as a
whole are succinct, entertaining, and—
best of all—distinct from those governing
spell-casting.

Powers: There are powers galore, over
150 of them, some expected and pedestri-
an (Enhanced Strength, Inflict Pain), oth-
ers wildly off-beat (Switch Personality,
Hear Light, Psychic Surgery). Many push
the limits of what I consider to be mind-
associated effects, such as Flesh Armor
(the user’s skin turns to leather or plate
mail) and Cause Decay (the user’s touch
rusts metal or rots wood), but that doesn’t
mean they’re not fun to use. I'm always
willing to give my credibility another
stretch in the name of a good time. More
vexing is the clutter of powers that echo
existing wizard and priest effects; Levita-
tion, ESP, Teleport, and Clairaudience are
minor variants on the similarly named
magic spells. While no psionics system
would be complete without these, I can't
help but wish that the designer had gone
the extra mile and come up with another
twist or two to distinguish them from
their wizardly counterparts.

Psychic combat: Psychic combat
merits its own chapter, good news for
those of us who relish the idea of brain
duels but have never figured out a satisfy-
ing way to stage them. Unfortunately, the
standard rules for adjudicating psionic
clashes boil down to dice-tossing festivals;
the best rolls win, and that’s about it.
Much better are the rules for telepathic
combat, an elaborate rock-scissors-stone
variant involving the play of defense and
attack modes, and establishing partial
contact (called tangents) to destabilize the
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enemy.

Extras: The book takes a no-nonsense,
nuts and bolts approach to psionics, which
means that it's long on game mechanics
and power descriptions but short on
game-mastering advice and campaign
design. Aside from updates on psionic
monsters (including the thought eater and
cerebral parasite), there’s not much here
in the way of extras. The discussion of
society’s reaction to psionicists is informa-
tive but all too brief, and the section de-
scribing the role of psionics in
RAVENLOFT™ and other TSR campaign
settings is frustratingly superficial. I'd
have gladly traded a dozen or so power
descriptions for a chapter or two of adven-
ture outlines and role-playing tips. [See
DRAGON® Magazine issue #174 for “Are
You Having Bad Thoughts?” an article by
RAVENLOFT designer Bruce Nesmith that
details how psionics work in the Demi-
plane of Dread.]

Evaluation: The triumph of The Com-
plete Psionics Handbodk its clear deline-
ation of the differences between magic
and psionics. The deceptively simple me-
chanics complement the rules for spell-
casters without slavishly copying them,
which makes playing a psionicist a unique
and memorable experience. By assigning
powers to sciences and devotions instead
of levels, and allowing easy access to the
disciplines, the rules give the psionicist a
freedom of choice that the wizard and
priest can only envy.

Psionics b
128-page softcover book
Mayfair Games Inc. $12

Design: Nigel Findley
Editing: Jeff R. Leason
lllustrations: Bob Giadrosich
Cover art: David Dorman

A recent entry in Mayfair’s excellent
ROLE AIDS* series, Psionicsis literately
written and imaginatively conceived.
While the distinctions between psionics
and magic aren’t as well drawn as those in
The Complete Psionics Handboadks
unusual approach and provocative powers
make it a viable alternative.

Premise: As in the TSR version, the
Mayfair psionicist is treated as a separate
character class, requiring a minimum
wisdom (or Insight, in ROLE AIDS-speak)
of 13. Only humans are eligible for psionic
skills; despite the litany of justifications for
this (humans are better motivated than
other races, elves and dwarves lack the
right type of brains, limiting psionics to
humans better balances the game), I'm not
convinced there’s any compelling need for
such a rigid restriction. Place limits on a
demihuman'’s psionic powers, if you must,
but there’s no reason to deny a campaign
the pleasure of an elven telepath.

Psionic powers are sorted into five
schools: somniomancy (abilities related to
sleeping and dreaming), telepathy (thought

transfer and mind reading), telekinetics
(matter manipulation), pyromancy (tem-
perature and energy control, particularly
as applied to fire), and empathy (emotional
bonding). The somniomancy and pyroman-
cy schools are especially intriguing, having
no clear parallels in any other psionics
system that I know of. The spectacular
powers of the pyromancer make him as
formidable and as fun to play as any wiz-
ard, and though the somniomancer’s skills
are a bit on the passive side, experienced
role-players will find mastery of the school
to be an appealing challenge. Unfortu-
nately, once a character decides to become
a psionicist, he must also declare his alle-
giance to a particular school, and having
done so, he’s totally denied access to the
powers of all the other schools. It's an-
other puzzling, unnecessary limitation.

Each school consists of six levels. As a
psionicist becomes more experienced, he’s
able to use higher-level powers, not unlike
a wizard or priest. Acquiring new powers
is by no means automatic; a psionicist
must spend 1-2 days in study with an
appropriate teacher (psionics can't be
learned from books or scrolls), then must
practice for another 1-3 days per level of
the power. Whether he succeeds in mas-
tering the skill depends on a die roll. If he
fails, he can try to learn the power again
when he advances to another level; if he
fails twice, he can never learn it. The
system makes the acquisition of new
powers less of a sure thing, which is an
arguably more realistic approach than that
taken in The Complete Psionics Handbook,
but it also requires a fair amount of book-
keeping, as somebody has to keep track of
how many times each psionicist has at-
tempted to learn the various powers; in a
long campaign with a lot of psionicists,
that can become real drudgery.

Mechanics: Psionicists use their
powers by expending Mental Points (MPs);
the higher the level of the psionicist, the
more MPs he has to spend. A psionicist
fully recovers his MP allotment after six
hours of rest.

Except for the MP requirement, a psioni-
cist employs a power in much the same
way as a wizard casts a spell—that is, if he
knows it, if he isn't interrupted, and if the
target isn't eligible for a saving throw, the
power generally succeeds. Though a
psionicist with enough MP can use the
same power repeatedly (unlike a wizard,
who's limited to the spells he’s memo-
rized), psionics use doesn't feel much
different from spell-casting; like a magic
spell, a psionic power involves the use of
verbal and somatic components, and there
are no failure penalties or proficiency
checks comparable to those in The Com-
plete Psionics Handboold few interesting
options allow the psionicist to modify his
powers (for instance, he can spend extra
MPs to increase slightly the damage
caused by attacks), but these rules have
only a modest effect on the fuzzy distinc-
tion between psionics and magic, which



remains the book’s weakest feature.

Powers: Dozens of powers are includ-
ed, a generous mix of the familiar (Know
Alignment, Telepathy) and the exotic
(Walking Nightmare, Enforced Wakeful-
ness), with only a few truly dreary entries
(such as Awaken, which allows the user to
wake up a sleeping character without
touch or sound—big deal!). Despite the
occasional vague description and a few too
many similarities with magic spells (nei-
ther Lightning Bolt nor Enlarge strike me
as appropriate for a psionicist), it's an
agreeable collection.

Psychic combat: A clever diceless
system simulates mental duels. The attack-
er secretly selects the type of attack he’s
making, then declares the number of MPs
expended. The defender deflects the at-
tack by expending half the number of MPs
declared by the enemy, counterattacks by
expending more MPs than the attacker, or
does nothing and takes damage. Presum-
ing the referee monitors the action and
keeps everyone honest, a combatant can
never be sure how many MPs the other
guy has or the type of attack he’s attempt-
ing, making for a fast-moving, exciting
engagement.

Extras: In addition to power descriptions,
each school’s section features an informative
discussion of the philosophy and combat
techniques of the relevant practitioner, along
with a selection of appropriate magical items
(incense of dreamindor the somniomancer,
a ring of suppressiorfor the telekineticist)
and a sample NPC. The final section includes
a handful of short but engaging plot out-
lines.

Evaluation: Though the book abounds
with interesting powers and role-playing
notes, the frustrating restrictions (one
school per psionicist, for humans only)
makes it more useful as a source of ideas
than a set of rules. Surprisingly, despite
the sizeable number of powers in both this
and The Complete Psionics Handbook,
there’s an insignificant amount of overlap,
and elements of both could conceivably be
incorporated into the same campaign.

***1/2

GURPS Psionics* game

128-page softcover book

Steve Jackson Games $17

Design: David L. Pulver

Editing: Lloyd Blankenship, Creede Lam-
bard, Steve Jackson

lllustrations: Rick Harris, Charlie Wied-
man, Doug Shuler, Evan Dorkin, Angela
Bostick, Rick Lowry, Mike Scott

Cover art: David Patrick Menehan

Based on concepts introduced in the
GURPS* Basic Set, the GURPS Psionics
book offers an impressive and wide-
ranging smorgasbord of ideas adaptable to
horror, science-fiction, and virtually any
other role-playing genre. While considera-
bly more ambitious than the TSR and
Mayfair books, the GURPS Psionics book is
also less focused; not only do the rules

resist translation to other game systems, a
GM wanting to dig out the material specifi-
cally suitable for, say, a fantasy campaign
has his work cut out for him.

Premise: Since the absence of charac-
ter classes is a hallmark of the GURPS
system, designer David Pulver treats psi-
onics as just another collection of skills
purchased as part of character design,
then modified by power levels (the general
potency of a skill), skill levels (a measure
of the character’s innate ability), enhance-
ments (that increase a skills utility), and
limitations (that decrease utility). Distinc-
tions between a psionically skilled charac-
ter and, for instance, a spell-caster are
more likely to arise from actual role-
playing than the rules themselves. That's
fine for hardcore players, but those com-
fortable with rigid class definitions may
find the generic approach of the GURPS
game to be more frustrating than fun.

The GURPS Psionics book groups abili-
ties into nine categories: antipsi (skills that
neutralize other psionic characters), astral
projection, electrokinesis (mental control
of computers and electronics), ESP heal-
ing, psychic vampirism (skills that drain
emotions, life forces, and dreams), psycho-
kinesis (matter manipulation), telepathy,
and teleportation. The categories include
varying numbers of skills; telepathy lists
more than 20, antipsi has a measly two.
Electrokinesis, psychokinesis, telepathy,
and teleportation cost five points per level,
and the rest cost three points. The pur-
chase of antipsi excludes the purchase of
any other category.

Mechanics: In general, psionic abilities
require skill rolls, a concept familiar to
GURPS game veterans. A successful roll
means the skill works as intended, a failed
roll means the skill fizzles. Some skills may
be resisted by the target, some cost the
user fatigue points, and some may be
sustained indefinitely if the skill rolls con-
tinue to be successful. If a skill fails against
a particular target, the user may try again
in five minutes, but the attempt costs him
a fatigue point and a penalty to his roll. He
can continue to expend fatigue points until
the skill succeeds or he collapses from the
strain, a clever rule that appropriately
punishes a psionicist too stubborn to know
when to quit.

The chapter devoted to advanced tech-
niques is the books best feature, a fasci-
nating array of defensive and offensive
tactics. Rules for power tapping,
mindwipes, and telepathic gestalts include
detailed examples of play, along with
guidelines for adjudicating unusual situa-
tions. (Wonder what happens when a
psionicist teleports from his house to a
swimming pool? His living room fills with
water.) Those dismissing psionicists as
docile mind-readers will be surprised at
just how nasty a psi-warrior can be when
he employs the offensive techniques de-
scribed here; Deathscream, for instance,
rattles the brains of everyone in the imme-
diate area, while Combat Exoteleport

materializes solid objects inside an enemy’s
body with appropriately grisly results.

Some of the techniques require a bit too
much number juggling for my taste. Con-
sider, for example, the use of the Telere-
ceive ability. In a combat situation, a
Telereceive attempt involves a Concentra-
tion maneuver, application of the target’s
Mind Shield and Strong Will factors, and a
success roll of at least three points, which
results in a +2 to the user’s active defens-
es and a - 1 penalty to the target’s defens-
es. Additionally, the target may attempt to
counter the attempt by “fighting without
planning,” which restricts the option to
Feint and reduces the skill level by three,
unless the Combat Reflex modifier is appli-
cable, in which case the skill is reduced by
two. That strikes me as a lot of work just
to read someone’s mind.

Powers: The GURPS Psionics book
tends to encourage the development of
previously acquired skills rather than the
greedy acquisition of new ones. Only
about 50 skills are included, and it’s a so-so
collection; many duplicate the effects
traditionally associated with magic spells
(INlusion, Healing, Lightning), and some are
mere variants of each other (Mental Blow
and Mental Stab, Autoteleport and Exotele-
port). The telepathy category has the
broadest and most interesting selection of
powers, ranging from Emotion Sense and
Telescan, to Mindsword and Signature
Sniffer.

Psychic combat: With only the basic
rules, a psychic duel conceivably could be
staged with only a handful of skill rolls,
the results being quick and convincing but
not particularly dramatic. Using the ma-
neuvers described in the advanced tech-
niques chapter, a psychic duel can become
a full-blown game in itself; it took me a full
hour to stage a telepathic battle between
two reasonably skilled psionicists, and I
admittedly ignored or took a wild guess at
some of the more esoteric details. (Does
Player A’s character know Player B’s char-
acter well enough to earn a + 1 bonus for
the Mental Blow skill? Beats me.) Whether
this level of complexity is excruciating or
exhilarating depends on the strength of
your wrist (there’s a lot of die-rolling) and
your willingness to navigate a lot of tricky
rules. Once I got the hang of it, the system
impressed me as the best of its kind, but
it's not recommended for the impatient.

Extras: Despite the detour into parapsy-
chology (a superfluous chapter describing
poltergeists and other scary stuff that
should have remained in the GURPS Hor-
ror* game), the supplementary material is
first-rate. The psychotronics chapter cata-
logs an assortment of psi-tech devices in
lavish detail, including dreamscanners,
psionic computers, and my favorite, psi-
berplas, an organic plastic that changes
shape into response to psychokinetic im-
pulses. Equally fascinating are the brain
tissue grafts, psiborgs, and symbiotic
crystals featured in the bio-psi chapter,
any of which could serve as a springboard
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Marshal your nation
to global domination
or face utter destruction

Antiquated armies would
take months to cross continents
& oceans to engage in battles
that lasted for weeks and wars
that could last for 100 years.
Intercontinental conflicts now
take only minutes and leave an
apocalyptic path in their wake.

This boardgame strategically
abstracts the evolution of the
modern war machine. Players
control research, production &
strategic deployment of forces
ranging from infantry through
tanks, planes and missiles up to
nuclear weapons.

PANTHEON
The Game of Gods

Just another wargame
with hexes & armies but
This time ...You're a God!

If Total War or Pantheon are
not available at your local retailer
don't nuke him into the stone age.
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or $29.95 for Total War (plus
$3.00 shipping and handling) to:

Gamesmiths
PO. Box 2133
El Segundo, CA

™
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Californians add 7% sales tax
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for a compelling adventure.

There’s more. The chapter devoted to
psionic NPCs describes both the obvious
(the mystic, the ghost hunter) and the
eccentric (the precocious child, the puppet
master). The copious campaign material
includes outlines for staging adventures in
super-hero, witch-hunting, and postapoca-
lyptic settings, along with hints for incor-
porating psionics into GURPS supplements
as far-ranging as the GURPS Cliffthangers
and GURPS Martial Arts books. A fully
developed world background called “The
Phoenix Project” features a secret organi-
zation dedicated to the promotion of psi-
onic technology as a catalyst for world
peace; the bad guys include the Eugenic
Security Police, a fanatic branch of the
Federal government bent on stamping out
“abnormal genetic material,” and the Over-
mind Institute, a covert band of crazed
technologists who support themselves by
peddling mind-bending psi drugs and
training psionic criminals.

Evaluation: The GURPS Psionics book
has a more contemporary emphasis than
either the TSR or Mayfair books, and it
works best in a cyberpunk, science-fiction,
or modern horror setting. It's less suitable
for fantasy; in fact, the fantasy elements
are underplayed throughout, mainly lim-
ited to a few sidebars that explain the
relationship of psionics and magic (which
is nothing special). The powers themselves
aren’t anything out of the ordinary, but
their application in terms of role-playing
and advanced mechanics makes this the
most sophisticated psionics system to date.
The sheer volume of material here may
give novices a headache, but for experi-
enced players, this may be the system of
their dreams.

Short and sweet

Wilderness Encounterdy Roy Cram.
Flying Buffalo, Inc., $10. Strictly speaking,
this collection of 17 short scenarios (adapt-
able, with effort, to any fantasy campaign)
has less to do with the wilderness than the
monsters who live there. Reminiscent of
TSR’s Book of Lairsrom a few years back,
each scenario features one major critter
along with a few of its critter lieutenants,
a reasonably thorough description of its
hideaway, and a handful of story hooks to
motivate an investigation. The scenarios
range from the seen-it-before (a goblin
cave, a haunted pool) to the appealingly
goofy (a giant hornet’s nest, a giant spider’s
hole, a giant ant hill —the designer has a
thing for the multilegged). With creatures
called Slippery Slimes and an NPC named
Warren Peece, a high tolerance for whim-
sy is a must. The ideas are old-fashioned,
but they’re still fun.

Draconomicon,by Nigel Findley (with
adventures by Christopher Kubasik, Carl
Sargent, John Terra, William Tracy). TSR,
Inc.,, $15. The busy Mr. Findley strikes
again with this entertaining collection of
draconic odds and ends. The fanciful

essays discussing behavior and customs
(ever wonder how a copper dragon cele-
brates his 51st birthday?) makes for a
delightful read, while the SPELLJAMMER™
material clears up a few questions about
dragons in space. Less successful are the
adventures, four rather routine excursions
that feature promising plots but suffer
from a lack of development; one or two
longer adventures would have been pref-
erable to four short ones. And yes, there
are new dragons, among them steel, yel-
low, and mercury. (How long before the
fiberglass, cardboard, and polyester ver-
sions come crawling out of their caves?)

Ashes to Ashedy Stewart Wieck.
White Wolf, $10. This excellent first ad-
venture for the quirky VAMPIRE* game
packs a lot of punch into 80 pages, featur-
ing a deadly struggle between the demonic
Elders and Anarchs of Chicago that should
keep even the most jaded role-players on
the edge of their seats. Though the investi-
gations are more successfully staged than
the action scenes, and the finale is a bit
underwhelming, Wieck maintains a suit-
ably tense atmosphere throughout and
serves up a gallery of the creepiest NPCs
this side of Chaosium’s CALL OF
CTHULHU* game. Don't let the Ghoulie
Man get you! Q

* indicates a product produced by a company other
than TSR, Inc. Most product names are trademarks
owned by the companies publishing those products.
The use of the name of any product without mention
of its trademark status should not be construed as a
challenge to such status.

Moving Away?

If you have a subscription and plan
to move soon, please let us know at
least six weeks beforehand. If you
live in the United States or Canada,
send your old address, your new
address, and your most recent mail-
ing label to: Subscriptions Depart-
ment, DRAGON® Magazine, P.O.
Box 111, Lake Geneva WI 53147,
US.A. If you live in the United King-
dom, send the above information
to: Subscriptions Department,
DRAGON Magazine, TSR Ltd., 120
Church End, Cherry Hinton, Cam-
bridge CB1 3LB, United Kingdom.
The more quickly you let us know
about your move, the easier it is for
us to keep your subscription going.
We might not be able to replace cop-
ies of the magazine that you miss!

DRAGON is a trademark of TSR, Inc.
©1990 TSR, Inc. All Rights Reserved.
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i Part legitimate book is TSR's newest
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con man, the Bard fills a PHBR series of AD&DY
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tricks and secrets, ex-
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Did you ever roll up an AD&D® game
character under the watchful eye of a
strict Dungeon Master? Despite your best
dice-rolling efforts, you still got stuck with
eights, sevens, or worse as ability scores.
You probably then chose a fighter and
distributed the low scores to charisma,
intelligence, and wisdom. Yet, when your
character descended into the dungeon,
you reverted to your normally witty and
charming real-life personality, didn't you?
Instead of exploring life from an obnox-
ious moron’s perspective, you applied all
of your wit and native intelligence to the
challenges of the adventure. You should
have played the fool. By doing so, you
could have gained fresh perspectives on
life and taken your game to new levels of
excitement. For your next stupid fighter, I
have assembled 12 simple tenets for life
and death:

1. Boot the door. Faced with a
dungeon door, the intelligent character



searches for traps, listens, and picks the
lock. This is a waste of time. The moronic
fighter-type strides boldly forward and
boots the door with confidence and style.
If your character should spring some
horrible trap, savor the experience. It
would never have happened to someone
of your own real-life intellect.

“Whooaaa! This is bogus!” exclaimed
Farfig Newton, the barbarian. Suspend-
ed 20" above a pit filled with scores of
poisoned spikes, fire ants, and the
skeletal remains of other stupid fight-
ers, Farfig watched coins, magical
hammers, and other prized possessions
drain from his pack, and wistfully
muttered, “Gotta get me some Velcro!”

2. Let the future take care of itself.
The bold boot-the-door approach also
applies to other aspects of a fighter’s life.
As a rule, the simple fighter never for a
moment considers the future conse-
quences of his actions. To do so is to lack
faith in his own outstanding capabilities.

"

“No problem, dudes!” announced New-
ton to his comrades, while he was still
suspended above the treacherous pit.
“I've got this bodacious idea!”

Pulling his backup blade from a boot
scabbard, Farfig did an amazing stom-
ach crunch and dexterously reached
for the rope that snared his left foot.
With one swipe, he boldly freed him-
self. For a fraction of a moment, New-
ton savored his accomplishment.

Then, he discovered gravity.

3. Emulate the best of others. Many
people think fighters are limited to hack-
and-slash techniques. This is nonsense, as
even a brute-force warrior is capable of
studying a situation and applying the
specialized techniques of other characters,
even if in theory the warrior should not
have the slightest talent for using those
techniques.

Dominating the treasure chamber was
a gigantic red dragon perched atop an
immense hoard of spilled gold and
gems. Summoning all their courage, the
party rushed forward to do battle—
except for one member. Remaining
behind, Farfig the Fierce waved his
hands in broad circular gestures and
roared, “Kaza kaza hoolam aza wazza
kazoo sazam!”

“Farfig! What are you doing?” shout-
ed the party’s distracted mage as the
dragon attacked.

“Casting a spell, dude! That mondo
fireball you threw yesterday looked
easy enough.”

A fighter can also emulate clerics,
thieves, bards, rangers, etc. Your multi-
talented warrior may not be able to turn

undead, move silently in field plate armor,
use music to quell a riot, or eat strange
leaves and berries with safety, but he can
make a courageous effort.

4. Leap to all conclusions. Of course,
even a barbarian is able to analyze his
actions and learn from his mistakes. How-
ever, it is highly likely that the barbarian will
learn only the lessons he wants to learn.

“Farfig! Because of you, we lost three
henchmen, two clerics, a wizard, and a
thief when we attacked that red drag-
on! Do you have the faintest idea of
what you did wrong?”

“Whoa, I think that’s pretty obvious!
A fireball is totally barfed out against a
red dragon, but a lightning bolt would
have been most excellent!”

5. Strength is authority. Intelligent
and learned people are usually entrusted
with leadership positions. But in a medi-
eval world where might makes right, the
moron myrmidon can assume leadership
positions by virtue of superior strength.
Given the chance to make party decisions,
your fighter might want to make some
changes. He might not want to take the
point, and he might not want to absorb all
the damage. He might even want to dis-
tribute wounds equally throughout the
party. If your fighter tires of being the
first through every door, he might toss the
scrawny mage into the room first, then
close the door. If the mage survives, it is
probably safe to enter the room.

“Dudes, there sure was an awesome
amount of thrashing around behind that
door,” observed Farfig in a rare contem-
plative moment, “but it’s, like, all died
down now, so I guess we can go in.”

6. Improve the intellect. Wizards and
clerics possess exceptional wisdom, and the
fighter can always learn from his association
with such learned people. The fighter should
use every available moment to discuss burn-
ing philosophical questions with the cleric,
and should try to learn at least simple spells
and cantrips from the magician. Every fight-
er should have a conceptual idea about the
workings of magic, and he should put the
time that spell-casters normally use for
resting or praying to better use, strengthen-
ing his own intellectual muscles.

Cracking open his most revered tome,
Arias huddled in his robes by the dim
fire’s warmth and focused on memoriz-
ing his spells before the next battle.
“Let’s see,” the mage mumbled, his
forehead creased by his intense concen-
tration. “Magic missile — ‘Extend the index
finger toward your target and utter the

phrase—" "
“YO, WIZ! WHATCHA READIN?”

If your party’s mage ever leaves his spell
books or scrolls unattended, your fighter
may even wish to borrow them for reading
and personal study in his spare time. Re-
member, even if your fighter cannot read,
he can always use extra books and scrolls
for kindling or toilet paper.

7. Be wary of water. Every fool, even a
fighter, knows that metallic armor sinks.
Thus, you should never cross a body of
water while so encumbered. If encountering
an underground river, your fighter should
insist on taking at least 16 rounds to proper-
ly remove every item of armor and weapon-
1y before swimming across in his under-
clothing. During this time, the rest of the
party should explore the dungeon corridors
ahead.

Echoing down the dark dungeon corri-
dors, the clash of swords and a cry of
“Farfig! Help us!” reached the sturdy
barbarian’s ears. Clad in his underwear
as he waded the 2'-deep stream, Farfig
could only shake his head in regret and
reply, “Oh, man, like, I am ready — not!
Just party on, dudes!”

Every trained fighter with any intellectual
skill at all knows that water can cause leath-
er to rot and iron to rust. Thus, after swim-
ming, he should dry his belongings,
meticulously oil his weapons, and take at
least 16 more rounds to dress for battle.

Screams, explosive spells, and the ring of
swordplay continued down the corridor.
Again, our hero heard the call, “Farfig,
for the love of the gods, help us! We're
getting  killed!”

Carefully oiling and sharpening his long
sword, our hero sighed and called back,
“Hey, take a chill pill and cool out until I
get my board waxed, you know?”

While your character prepares, the rest of
your party should have ample time to clear
the dungeon of remaining challenges. By the
time your fighter is ready, the area should
be perfectly safe.

Stomping at last into the silent, blood-
filled room, Farfig offered his services
with a hearty, “It's time to shake some
catsup on the monster-burgers, dudes!”

Please note that many perfectly intelligent
and exceptionally wise fighters have also
used the aforementioned ploy to survive
underground.

8. Share your knowledge. Honesty is
critical to all adventurers. If you know some-
thing really important, you should share that
knowledge with everyone. If the surviving
members of your party had the wit to hide
the dragon’s gold in Old Man Batson’s grave,
let the whole town know. Everyone will be
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impressed with both their cleverness and
your forthrightness.

In the same vein, while prudent people
may refrain from talking religion or politics
in general company, your fighter may wish
to engage in theological debate to spread his
knowledge of religion and establish your
own party’s credentials.

“Yo, Mister Evil High Priest! My man
here, Brother Thalmus the Acolyte, told
me that your religious order is greedy,
corrupt, and just flaming stooopid! He
says that there is only one true way and
that’s the way of his church, the one
you're always picking on, and he’s not
scared of any of your antipaladins in
Spandex plate mail!”

9. Drive a hard bargain. Everyone
knows the old adage that a fool and his
money are soon parted. However, no one
ever asks how the fool feels about this situa-
tion. It hurts—just ask any moronic fighter.
While he may be a sensitive guy, your armed
and dangerous fool soon learns to be aggres-
sive in business situations. He must always
try to get the best deal —and if he cannot use
reason, other tactics will do.
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“Hey, like, how much for a bow, a quiver,
and about twenty of those flight-type
arrows?” asked Farfig Newton at the local
bazaar.

“That would be twenty royal,” replied
the earnest fletcher.

“Whoa,” Farfig said thoughtfully, toying
with his sword hilt. “I'm not usually
mental or anything, but I used up all but
six royals getting Brother Thalmus into
Greyhawk Memorials ER., then I got
fined for fighting with a whole priest-
hood and killing twenty of them, and I
still gotta woof down something for
lunch. I can give you one royal, if that’s
butch with you:

The fletcher eyed the barbarian’s enor-
mous arm muscles as the latter’s fingers
began to tighten on the blade’s hilt. “I
suppose you want it gift wrapped,” he

said with an unhappy sigh.

LD

10. Don’t limit your skills. Your fight-
er’s dinosaur-grade mind may be his greatest
source of frustration and anger. This has,
perhaps, driven him to resolve all of his
predicaments in a physical manner, using
weapons, which has probably gone a long
way to making him feel more powerful and
in control of his life. Throughout his adven-
tures, your fighter will undoubtedly find
new weapons and will try to use them im-

N o/
where do Fappd [itE.gmers o7
To..ORNIE2. INSHOFS , THE MALTINGS CENTRE.

ST ALBANS

ARLNAM STREET

DON...,

Lo ONG e
T Wi Ty e Covint ou

26 APRIL 1992

NEAREST Tuax - LEICTSTER SQ.: MAIL ORbER 071 374 4154 ﬁ

mediately. The party may be particularly
concerned when your fighter comes across
items such as the lance, sling, morning star,
flail, arquebus, crossbow, arbalest, ballista,
or siege engine—but fighters fight, right?

“It’s called a bola,” Farfig explained
proudly. “I got it at the bazaar. I grab one
stone like this and swing the other two
around my head like this, and —whoa,
hey, bogus move on my part, Garth! Want
me to flag down an oxcart to Greyhawk
Memorial?”

11. Wish for yourself. You are the
strongest member of the party, and you
have the right to think independently. If you
get an actual magical wish, from a ring or
anywhere else, don't be pressured into
fulfilling someone else’s plans. Ask for some-
thing that any true-blooded fighter would
want, without concerning yourself with how
the DM will interpret or twist your request:

“Oh, wow, like, I wish we were neck-
deep in the most bodacious dragon hoard
in all existence!”

Finally, don’t waste time arguing with
other characters about syntax and sentence
structure. Life is too short. Just make the
wishand enjoy the results.

“Man, forget the treasure—I just wish my
buddies and I had another opportunity to
defeat that red dragon:

12. Never let your DM forget. By
following these simple guidelines, you don't
have to cringe at the prospect of playing
another stupid fighter. You alone can be the
life (and death) of the party. Make sure your
DM knows how much you enjoy role-playing
your barbarian.

There is one more thing to remember.
When creating your next character, smile
and ask your DM the following question:
“Are you sure I can’t reroll some of these
scores?” Q
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AD&D® “hometown” adventures for priest characters

As long as role-playing games have exist-
ed, there has been an understandable
tendency to skip over those periods of
game-world time between player charac-
ters” expeditions. After all, if a wounded
fighter lacks access to any means of imme-
diate healing and so must sit around town
recuperating for weeks, why not just jump
ahead to a time when he’s back up to full
hit points? Or if a mage is constructing
some enchanted device for himself, why
not just jump ahead to the adventure in
which he first gets to use it?

Yet there are interesting things that can
happen in one fixed location. A fair
amount of plot action in Tolkien’s The
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Lord of the Ringsook place right in the
Shire, before Frodo ever traveled abroad
and right after he returned. The first two
books of Mervyn Peake’s Gormenghast
trilogy are set entirely in or near one
gigantic castle. I believe that there is more
that can be done with “adventures be-
tween the adventures,” those events befall-
ing the home-base communities of the
player characters. Accordingly, I have
devised a random-occurrence table, some-
what like random encounter tables.

My thinking in this area was stimulated
by the fact that the AD&D® 2nd Edition
game, in reworking the priest class, has
made more allowances for that class’s

genuinely religious activities as opposed to
mere club-the-foe-and-heal-the-friend
adventuring. Much could be made of
temple-related events, I realized —just as,
in many kung-fu movies, a lot of the action
takes place inside Shaolin Temple. Thus,
my selection of “hometown” scenarios
revolves around a hypothetical priest-class
player character, establishing or serving at
a temple in his city or town of residence.
There is, of course, no reason why PCs of
other classes can’t be involved in the situa-
tions as well.

Each of these selections amounts only to
a brief suggestion for events; details must
still come from the DM’s mind. But with



just three die rolls—a four-sider, a six-sider,
and another four-sider—the DM’s
imagination can be fueled. It is possible to
roll up more than one event and see what
can be made of the combination.

To use the tables below, roll 1d4 to de-
termine the broad category of adventure
(Home & Temple, Neighbors & Commu-
nity, Internal Danger, External Danger).
Next, roll 1d6 to ascertain the type of
adventure seed. Then roll 1d4 to deter-
mine the specific event. Or, just read
through the list and pick an event that
would fit well into your campaign.

1. Home & Temple

1. Religious issues

1. A rival religion is trying to drive out
the PC’s own. If the DM knows his players
enjoy metaphysical discussions and are
mature enough not to get belligerent
about them, the resulting play can include
acting out plausible debates between
priestly competitors. Otherwise, the situa-
tion can instead be defined more in simple
harassment or fighting terms at whatever
level of intensity suits the experience level
of the characters concerned.

2. NPC swindlers, not belonging to any
clerical class, are impersonating priests.
For example, a diviner specialist mage and
an illusionist might feel themselves too
weak to risk wilderness and dungeon
adventures—but, working together, could
use their spells (possibly supplemented by
a few magical items such as curative po-
tions) to simulate clerical powers. People
ignorant enough to be fooled by them
could be induced to make contributions
for a glorious temple that would never
actually be built. This fraud might be
perpetrated out of mere greed—or per-
haps out of a malicious desire to leave the
public thinking that the PC priests are just
like the swindlers.

3. The priest’s deity commands him to
prophesy to the community in some fash-
ion. This may entail simply reciting a
message verbatim; or something more
unusual —as when, in the Old Testament,
the prophet Ezekiel was commanded to
perform a sort of street-mime warning of
judgment. Crowd response to the message
could be handled similarly to NPC reac-
tions in regular adventuring encounters.

4. The priest must carry out a fast or
some other self-denial. A major restriction,
such as not speaking for a month, could
hamper the character’s actions even in a
stay-at-home scenario, but a lesser self-
denial, such as having to give away all
silver coins acquired, would add color to
character interactions without the player
who plays the cleric being left unable to
do anything.

2. Crime & politics

1. Thieves burglarize the temple or the
priest’s residence, or attempt to extort
protection money. (If the PC priest has

only just begun serving locally, it could be
his predecessor who has been suffering
this trouble.)

2. A national or local government under-
takes to confiscate the temple’s property,
tax its income, censor the sermons, or
otherwise tie the hands of religion. PCs
associated with the priest might have a
hand in uncovering which lord or official
is responsible for the interference.

3. Competing secular factions try to win
the support of the priest’s religion. There
may be a clear moral reason why the
temple should favor one side over the
other, or it may be a right-and-wrong-on-
both-sides case, with the priest wishing to
avoid all involvement except as an impar-
tial peacemaker.

4. Fugitives of some sort (whether flee-
ing from the local authorities or from a
foreign country) seek sanctuary at the
temple. Their arrival may be public or
secret; they may be innocent or guilty;
they may even belong to some nonhuman
race whose very presence causes difficul-
ties for the priest.

3. Temple administration

1. Building, repairing, or enlarging a
temple can give rise to many dramatic (or
comical) situations. Suppose, for instance,
the priest character befriended a storm
giant while adventuring abroad, and the
giant decides to return a kindness by
coming to town to help in the work; he
could unintentionally put quite a scare
into unprepared citizens.

2. The priest has to make preparations
for the visit of an overbearing, demanding
superior. This “grand inquisitor” may or
may not be someone the PC has met be-
fore. As with the rival-religion scenario,
this situation can accommodate profound
theological discussions if the DM judges
that his living, breathing players can enjoy
this without animosity.

3. The character seeks to recruit non-
clerical personnel for supplementary
purposes, such as a bard to serve as a
director of music for worship services.
Both clergy and laity might oppose the
priest’s hiring choices for various reasons.

4. Offerings made to the temple turn out
to include stolen, cursed, or otherwise
embarrassing treasures. (Imagine an Or-
thodox Jewish synagogue receiving a
donation of canned hams!) The priest
would have considerable trouble disposing
of unacceptable items tactfully—and avoid-
ing a frame-up in the case of stolen
treasures.

4. Pilgrims and worshipers

1. The priest must train an unruly or
slow-learning disciple. The disciple may
have been forced into this novitiate by
zealous parents when the disciple really
wants to be, for example, an alchemist. Or,
if joining up voluntarily, the disciple may
have had inappropriate motives, especially
if the priest or priestess is attractive and is
not bound to celibacy.

2. A pilgrim arrives with some quest or
mission to fulfill. It could be a paladin,
carrying out an atonemenfor some com-
promise of paladinhood; an unwilling
lycanthrope seeking to be cured; a descen-
dant of some past chief priest of the tem-
ple; or a pious adventurer, bringing to the
temple some relic or treasure stolen from
there long ago (with priest and pilgrim
both unaware that thieves are still on the
item’s trail).

3. A rich, prominent, and obnoxious
person, who is either a local congregation
member or a periodic pilgrim, annoys
everyone by constantly demanding special
treatment. Such a person would think
nothing of claiming the last available cure
disease spell just to be rid of a sore throat,
though some sick peasant child were at
the verge of death before his eyes.

4. Some seemingly ordinary newcomer
to the temple is suddenly revealed to be a
secret messenger from the priest’s deity.
This NPC should, if possible, appear pe-
ripherally in two or three game episodes
prior to the one in which his secret identi-
ty is dramatically uncovered. The ensuing
message could be the springboard for the
next out-of-town expedition in which the
priest character will participate.

5. Household affairs

1. The priest is seeking a spouse—or, if
already married or celibate, is seeking a
spouse for a relative.

2. A family member turns bad, taking up
immoral ways (possibly gambling with
money stolen from the priest). This trou-
blemaker could easily do great damage to
the priest’s reputation in the community
until he repents.

3. Someone in the household, whether
family member or servant, undergoes a
supernatural transformation or displace-
ment (possessed by a fiend, changed into
an undead monster, kidnapped and re-
placed by a doppelganger, etc.).

4. A series of bizarre accidents befalling
family members leads the priest to discov-
er that a long-forgotten ancestral curse
has been “reactivated.”

6. Extraordinary surprises

1. Some part of the temple site is found
to conceal the entrance to a dungeon, its
existence long unsuspected.

2. As above, only the secret entrance
leads to another world or plane.

3. Some natural disaster or accident
destroys the temple or priest’s residence.

4. The priest’s religion is itself disrupted,
such as by the deity’s very identity proving
to be different than was supposed.

2. Neighbors & Community

1. Spiritual needs

1. General attempts to convert wrongdo-
ers are always potential role-playing mate-
rial. The ones to be converted may be of
any intelligent race. Their sins need not
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have any bearing on adventures in the
usual sense, but a trivial fault in a trivial
NPC might have relevance not apparent at
first. Say, for example, that some halfling
has been stealing writing supplies from a
local scribe. A trifle—until, confronted by
the priest, the halfling confesses that he
had been forced into stealing these things
for an outlawed evil spell-caster who
needs them to prepare scrolls of spells.

2. The priest wants to resurrect a dead
citizen whose services the community
particularly needs; but someone else, such
as a money-grubbing heir, interferes with
this.

3. A rash of possessions or curse-effects
plagues the community, perhaps from
some evil artifact passing from hand to
hand. New victims are affected faster than
the priest can help them, leaving the play-
ers to devise emergency measures until
the root problem is solved.

4. Some former adherent of the priest’s
religion is now bitterly denouncing the
faith to everyone who will listen, and this
person will cry “Persecution!” if the priest
tries (however gently) to answer the accu-
sations. It may develop that an older
priest, to whose post the PC priest suc-
ceeded, was responsible for alienating the
embittered character.

2. Emotional needs

1. The priest tries to council a depressed
person. It should be easy to plant the
psychological theme in a fantasy context;
for instance, the counseled one could be a
female dwarf, despondent because she
can’t grow any facial hair.

2. Intoxicant addictions can similarly be
translated into the social life of a game-

world. The things people or creatures
could be addicted to are numberless. The
DM permitting, the priest might invent a
new clerical magical item for the specific
purpose of curing chemical dependencies.

3. The priest is called on to mediate
quarrels between neighbors, or between a
husband and wife.

4. Some NPC makes a confession (per-
haps a dying confession) to the priest, of
such a nature that the priest faces a moral
dilemma over whether to take some action
upon his new knowledge. For example, a
wizard who routinely travels abroad for
long periods of time has a wife who's
fallen in love with another man while her
husbands away; she confides this to the
priest, who must decide what, if anything,
to do about it.

3. Physical needs

1. The priest attempts to raise funds for
some charitable purpose, such as shelter-
ing the homeless. If religious frauds have
previously occurred in the community, the
priest may have to go to great lengths to
prove his honesty.

2. Some petrification-using monster has
just been destroyed, leaving numerous
petrified people in its wake. With a cur-
rent shortage of the means to restore
these victims, buck-passing officials foist
on the priest the job of preserving the
statues until they can be un-stoned.

3. An abandoned infant, human or
otherwise, is left on the temple’s doorstep,
perhaps without clues to its parentage.

4. A businessman friendly with the priest
suffers a setback due to lack of specialized
labor; the priest tries to help him find new
help with the requisite talents.
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4. Righting wrongs

1. The priest uncovers criminals running
a slave trade—or, if slavery is legal in the
campaign setting, decides that he is duty-
bound to abolish it.

2. Nonhuman neighbors of the priest are
victims of racial hostility (as in the TV
series, Alien Nation). Any nonhuman PCs
associated with the priest should be inter-
ested in helping to set this right.

3. The priest must try to talk his coun-
try’s ruler out of waging a war of
aggression—or, perhaps must speak up
against cowardice when fighting is
justified.

4. Some neighbor or follower of the
priest is arrested and jailed for a crime he
didn’t commit. The priest’s efforts to
amend this injustice may entail exposing a
corrupt judge who accepted a bribe from
the real criminal.

5. Fighting crime

1. The priest finds plenty of use for
detect lie and detect magic spells in the
course of unmasking various frauds in the
marketplace.

2. A sadistic husband is regularly beating
up his wife and children. If the game-
world has the same standards as most
real-world medieval societies, the priest
will get no help from any authorities in
trying to stop this.

3. A neighbor is threatened with murder
or with the kidnapping of loved ones.

4. The priest becomes involved in trying
to prevent a duel or trying to prevent the
offending party from winning by treach-
ery, such as using a magical sword when
the other guy has only a normal one.

6. Extraordinary neighbors

1. The priest is convinced, possibly by
divine revelation, that the son of a couple
in his congregation is destined for a career
as a cleric or a paladin—but the youngster
resists the idea.

2. A neighbor, on whom the priest has
never felt the need to direct a detect evil
spell, is actually a disguised evil monster.

3. Another neighbor (on the other side
of the street from the above one?) proves
to be a disguised benign monster, perhaps
a gold or silver dragon, with some reason
to hide out.

4. Some seemingly unimportant individ-
ual turns out to be no less than the ruler
of a foreign country (fleeing from assas-
sins, suffering from amnesia, etc.).

3. Internal Danger

1. Epidemics

1. Disease spreads among humans. For
details on plague effects, see “The End of
the World,” in DRAGON® issue #138.

2. Disease spreads among demihumans.

3. Disease spreads among all intelligent
beings.

4. Disease spreads among domestic
animals.



animals.

2. Street crime

1. Shopowners are robbed and extorted.

2. Random murders indicate the possible
work of wererats, jackalweres, or similar
monsters.

3. Vandalism and arson suddenly in-
crease in the community, resulting from
racial or religious bigotry.

4. Street gangs, possibly of different
species, battle each other for turf or con-
trol of criminal business.

3. Organized crime

1. Criminals infiltrate city government.

2. Criminals infiltrate craft guilds, per-
haps first discovered by the priest when
he tries to hire artisans for temple repairs.

3. Criminals try to gain power over all
temples, pretending to offer each one
support against its rivals.

4. Major gang wars erupt. The priest’s
first involvement with this situation could
arise from having to dispel some undead
monsters that ran loose after being used
by one side or the other in the strife.

4. Accidents and disasters

1. The recently slain corpses of several
types of poisonous monsters (black and
green dragons, giant scorpions, etc.) cause
contamination of a vital water supply.

2. Large buildings with unsafe construc-
tion, long held up by magic, collapse when
the magic fails (remember the Monty
Python’s Flying Circus'V sketch about
apartments raised by hypnosis?). The
priest will naturally do all he can to help
the casualties, but this might not prevent
his being affected by an unthinking public
backlash against all spell-casters.

3. An earthquake or volcanic eruption
devastates the city. (If that's not supernatu-
ral enough, there can always be some
buried relic, lich’s tomb, etc., unearthed
by the disaster.)

4. A magical storm, originally conjured
by someone far away with no intention of
affecting the priest's hometown, does
chance to come there and cause damage.
The timing and the nature of the damage
might cause the priest’s flock to think
they've somehow incurred their deity’s
anger.

5. Magic out of hand

1. A standard NPC evil mage from the
DM'’s files, residing in or near the city,
conceives a grudge against the priest.

2. A local nonevil mage, in the course of
trying to create a major magical item,
causes unpredictable effects to the popu-
lace (everyone on a street being levitated,
for instance, or some persons becoming
years younger or older).

3. An incompetent teacher at a school
for mages causes mishaps to local stu-
dents. A student learning conjuration
spells, for instance, might attempt in the
laboratory to summon a low-level
monster—but, because of a slight error in
procedure caused by poor instruction,
would instead materialize the local lord or

mayor, snatched dripping from his bath.
The priest character’s involvement would
begin with calming the outrage of the
conjured dignitary, then would extend to
trying to convince the bumbling teacher
that he needs more lessons himself.

4. In another case calling for the priest’s
talents at mediating disputes, some routine
use of magic in the community is ad-
versely affecting certain local residents.
Continual light spells, for instance, would
be a nuisance to beings of a light-sensitive
race dwelling near the work site. An en-
terprise entailing repeated use of air ele-
mentals might infuriate a neighborhood
sage, as winds pouring in his window
scattered his parchments.

6. Upsets in local government

1. The local ruler dies or abdicates. Rival
heirs or successors fight for his post, and
the priest’s own congregation is perilously
divided in loyalties.

2. Relationships change suddenly be-
tween the municipal authorities and some
guild or mercantile association. An armor-
ers’ guild, for instance, might demand a
sharp increase in fees to equip the city
guards. This could again be a case where
the priest would act as a moderator. Per-
haps something more melodramatic is
afoot, with the priest uncovering some
hidden villain who is profiting by the
crisis.

3. During a temporary absence of the
local ruler, news comes to the priest of an
impending coup attempt by underlings.
The priest and associated PCs must decide
between slipping out to alert the ruler,
combatting the coup themselves, or joining
in the coup if they feel the ruler deserves

to be deposed.
4. A curse of the DM’s choice befalls the
local ruler or some member of his family.

4. External Danger

1. Disasters

1. A broad area including or adjoining
the priest’'s hometown is stricken by
floods. These may be of natural or magical
origin (for example, something opened a
doorway to the elemental plane of Water
at a point uphill of inhabited land).

2. A large-scale famine could again have
supernatural causes, such as some major
evil being that causes a whole circle of
druids to go insane, who then devastate
the farmlands.

3. Massive tectonic and volcanic upheav-
als change the entire geography of neigh-
boring regions, making some areas
uninhabitable. The priest must shame his
cold-hearted neighbors into helping the
victims who come to town seeking aid.

4. The climate changes radically. This
would be bad enough, but the secondary
consequences could be nearly as bad. An
extended winter, for instance, would facili-
tate an invasion by frost giants or other
cold-dwelling monsters.

2. Trouble with national
government

1. The priest receives a vision warning
that the current monarch is about to be
supplanted by someone horribly evil. The
DM can decide whether this accession is
preventable, and the PCs must decide
whether to try to mobilize their commu-
nity against the coming tyrant.
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2. The national government comes un-
der the influence of a religion hostile to
that of the PC priest, and the priest finds
officials trying to tell him and his flock
that they must forsake their deity for the
other.

3. Rabble-rousers, possibly using mass
hypnosis,are stirring unjustified public ill-
will against a virtuous monarch or some
other good-aligned person of national
importance.

4. The priest's hometown and temple are
visited by an unpopular member of the
royal family, harm to whom would be
blamed on the community.

3. Threats to commerce

1. Pirates or bandits are increasingly
preying on trade moving to and from the
priest’'s community. The priest has clues
that the criminals have an agent in town.

2. Some resource vital to the national or
local economy fails. Metal ores are exhaust-
ed, an exportable crop is blighted, etc.

3. Workers indispensable to commerce,
like sailors, begin to mutiny, strike, or
desert.

4. The priest’s hometown suffers an
economic depression because of gains
made in trade competition by a rival com-
munity. Riots may ensue.

4. Military invasion
1. Another city (possibly the rival from

the previous scenario) acts on its own to
attack the priest’s city.

2. The priest’s city is attacked by for-
eigners as part of a general invasion of the
country. The capital has not yet been
assaulted.

3. The capital has been devastated in a
massive sneak attack, then occupied with
the aid of powerful magic. The first hint
the priest and his neighbors get of this is
when they find themselves besieged.

4. Warlike foreigners, not immediately
attacking the priest’s native country, are
trying to entice or intimidate it into help-
ing their country to attack a third country.

5. Otherworldly invasion

1. Fiends or other evil extraplanar be-
ings achieve entry into the world for
standard purposes of killing, torturing,
enslaving, etc.

2. The extraplanar beings are after a
particular object, owned by or known to
the priest.

3. The beings want to kill or capture a
specific person, possibly the priest or a
regular PC comrade of his.

4. Extraplanar beings are only passing
through the area for some reason, intend-
ing no harm—unless provoked.

6. Monster migration
1. Orcs, trolls, or other humanoid mon-
sters begin immigrating uninvited, claim-
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Color u Connection

A crossword puzzle with unexpected encounters

Lurking within the answers to this puz-
zle is a pattern. Five answers should give
you clues, as should this puzzle’s title. The
answers are on page 50.

Across
1. Flightless bird from AD&D® 1st Edition
Monster Manual
4. Weight unit for gems
9. Item used to rappel
13. Minstrels songs
14. “It was__ and stormy night....”
(two words)
15. His enemy is Athena (Legends & Lore)
16. How a man makes a moat
17. Something red? (three words)
19. When gamers tire, they call
night (two words)
20. Middle position (abbr.)
21. Suffix for imp?
22. Something green? (two words)
27. Individual controlled by the DM (abbr.)
30. Sitting-room furniture
31. A fish’s armor
32. Blibdoolpoolp rules the kuo-——
33. Truly a beast of burden
35. Roman numerals for weeks in a year
36. Odorous, cold-dwelling humanoid
37. Something blue? (two words)
41. Associate editor Mr. Donovan
42. Opposite of “nope”
43. Romantic Egyptian sky goddess (2nd
Edition Legends & Lore)
44. Hound of — omen (FIEND FOLIO®
tome)
45. Leprechauns are
47. Old-time celebration
50. Javelin, to an Oriental Adventures
samurai
51. Something white? (three words)
54. What a robe of eyedelps you do
56. M’s, as written by Greek gods
57.___in one’s beer (get emotional at a
tavern)
58. Something black? (two words)
63. “Sage Advice” columnist Williams
64. You—after you meet Baba Yaga
65. Boat for shipping a large captive monster
66.“__’clock, and all is well.” (two
words)
67. Voice quality, used in role-playing
characters

68. Lens of _ reading (Tome of Magic)

69. And so forth (abbr.)

Down
1. Mythologist Hamilton and namesakes
2. Kind of -saurus and -centipede
3. Starship — Enterprise
4. Sources of water in desert terrain
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5. Puts on fancy armor

6. What you should have done when you
met Baba Yaga

7. How a nilbog spells “era”

8. What the referee calls when two ogril-
lons fight and one is too injured to
continue (FIEND FOLIO tome; abbr.)

9. Boat you can make on a desert island

10. Pertaining to Kara-Tur

11. Guardian of the upper planes (Mon-
strous CompendiunQuter Planes
appendix)

12. Direction from Waterdeep to the High
Moor in the FORGOTTEN REALMS®
setting

13. Evil plant spirit (D&D® game)

18. Weld metal together, as armorers do

20. Result of teleportingtoo high

23. Come___(grow up; two words)

24. Celestial event

25. Healing lets you hit points

26. “Lawful evil” is one (abbr.)

28. Viking skald, for example

29. Vehicle on rails used for mining

34. Kind of “foam” that packing peanuts
are made of

36. Lackey or carrier

37. Off in — -land (fantasizing)

38. Phantasmal force

39. Von Gasik's refusaltaken literally
(Tome of Magic)

40. Puzzle enthusiasts

41. Cantrip of darkness (Unearthed Arcana)

45. Diamonds and frozen water

46. Reverence to one’s lord

48. Where to find a gem in an eye of fear
and flame (FIEND FOLIO tome)

49. The publishing company of the AD&D
game (two words)

52. Showed anger, Takhisis's way

53. Editor’s boo-boo

55. Part of a battle axe

58. Toward the stern of the Spelljammer

59.. Magnon (replaced Neanderthal)

60. Three tsp.

61. Hit in the jaw

62. How a bard says “before”

63. Sault Marie
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Chronicles of Amber ©@Roger Zelazny
Amber Role-Playing ©Erick Wujcik

1. What is Amber?

A completely new diceless role-
playing system, based on the epic
Chronicles of Amber books by
Roger Zelazny.,

It’s 256 pages of crystal-clear
instructions designed & written by
Erick Wujcik, known for his
work in Teenage Mutant Ninja
Turtles & Other Strangeness®,
Revised RECON® and Ninjas
& Superspies™

2. Do I have to read the
Amber books to play?

No. You'll find the entire
tantasy setting of Amber containcd
in this one book, from the great
conflict between Chaos and
Pattern, to descriptions of each of
twenty main members of Amber’s
ruling family, and over 130 quotes
to lend flavor and detail.

3. How do I create player
characters without dice?

Each player starts with 100
peints to build their character,
buying Powers, Allies, Artifacts &
Creatures, and, for as little as one
point, players can buy Shadows,
whole universes built to their
design.

AMBER

But players can’t spend their
points until they establish their
Attributes. Somcthing they can
only do by bidding against the
other players in an
Atntribute Auction Tun by the Game
Master.

Finally, each player determines
their character’s luck. Good Stuff
costs points, and means that the
Game Master will arrange for
good things to happen to the
character. Players short on points
can get more by trading for Bad
Stuff and mislortune.

4. How can Combat work
without dice?

Simple. Combat is resolved by
comparing character Attributes.

However, since Aftributes are
secret, the most important thing in
combat is sizing up the opposition.

Do you press for an all-out
attack? Bide your time and act
defensively? Or fry to “cheat” with
a dirty trick?

Amber combat is [lexible. An
outstanding warrior can slay
dozens, but battles between equals
are not usually fought to the death,
After all, once you know you're
going to get smcared, why stick

li@eless
‘J » Role-Playing

Play-tested without dice since 1985

Amberzine

If you’re one of the 7,000
happy Amber players, then
you might want to hustle to
order Amberzine before it’s
too late! This limited run
magazing is restricted to just
1,000 copies per issue.

Send $10C for issue #1 or
$40 for 5-issue subscription.
Note: not available in stores!

around? It makes more sense to
bug out. And the same goes for
your opponent.

5. Doesn’t Amber require
good Game Masters?

Honestly, yes. To make Amber
role-playing better we had o also
make it more challenging.

But Amber is also a book where
Game Masters can learn from over
100 pages of tips, tricks &
examples. There’s even a section
titled “Good Game Masters create
good role-players.”

6. Okay, I’'m interested.
How can I find out more?

Send us a stamp, and we’ll send
you more information, including a
free set of character sheets.

Or just plunk down $22.95 at
your favorite hobby or comic
store. For a mail order copy send a
$25 check or money order to:

Phage Press
P.O. Box 519
Detroit, MI 48231-0519

Palladium Books® is a registered trademark of Kevin Siembieda and
is not affiliated with Phage Pm.s“‘
Teenage Motant Ninja Tonles® is a
Studios
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“Forum” welcomes your comments and opinions
on role-playing games. In the United States and
Canada, write to: Forum, DRAGON® Maguazine,
P.O. Box 111, Lake Geneva WI 53147, U.S.A. In
Europe, write to: Forum, DRAGON Magazine,
TSR Ltd, 120 Church End, Cherry Hinton,
Cambridge CB1 3LB, United Kingdom. We ask
that material submitted to “Forum” be either
neatly written by hand or typed with a fresh
ribbon and clean keys so we can read and
understand your comments.

I would like to address Mr. Donovan’s com-
ments in his editorial for issue #172. In that
editorial, he discusses the pitfalls of introducing
standard PCs to legendary characters. For the
past five years, I have run adaptations of popu-
lar films—including Escape From New York
(using the AD&D system), The Warriors (the
AD&D system), and Die Hard (SJG's GURPS*
game)—as adventures at the GEN CON® game
fair. Judging from the players’ feedback, the
adventures were all very successful and every-
one had a good time. Certainly it is easier to do
such an adaptation when there is no existing
campaign into which to integrate the adventure,
but I have done that successfully as well.

While he correctly notes some of the prob-
lems associated with such an endeavor by using
a past attempt as an example, Mr. Donovan does
not realize the true source of his failure: rigidi-
ty. When Mr. Donovan set up his adventure, he
had a “script” in his head that he wanted the
PCs to follow, and he was prepared to lead
them through that script. Well and good, but as
he himself stated, “The first thing I failed to do
was to consider all the possible actions the party
could take . . .” Sometimes I think that GMs take
the analogy of the GM being a god a bit too
seriously. Attempting to do so is folly and will
lead only to disappointment.

An adventure should be set up with the NPCs,
the setting, and elements of a plot, but with no
script for how the action and interaction should
take place. When faced with the robbers (Robin
and his band), the PCs should have been free to
do whatever they liked, not be (to paraphrase
Mr. Donovan) convinced, cajoled, or browbeaten
into pursuing the script. Perhaps, if Robin had
recognized the PC party as a significant power,
he would have approached them differently
(“Hi, guys! Mind if I join you while you wander
through the woods? I'm heading that way my-
self. So, what's up?”). Robin has always been
portrayed as a bright fellow, and he would
surely change his methods if the situation
warranted. Furthermore, there are few parties
that could handle being surrounded by a com-
pany of 24 archers. I can just imagine it:

Fighter: “1 reach for my sword.”

Mage: “1 cast magic missile at that guy in the
green hood.”

GM: “Well, guys, since they had their weapons
trained on you and were waiting for you to do

something stupid, they go first. Do the words
‘pin cushion” mean anything to you?”

In order to avoid the initial problems encoun-
tered when the PCs meet the legend, the GM
must be flexible and be able to improvise when
the unexpected occurs.

Mr. Donovan’s next argument deals with a
game version of a film or legend paling in com-
parison to the original. However, I would argue
just the reverse. When creating a completely
original campaign, the GM must build all of the
imagery, characters, and atmosphere completely
from scratch. By borrowing from existing
material, players who are familiar with the
material already have the imagery in their
heads. A simple statement like, “Remember the
scene where . . .” or “Imagine Robin Hood saying

. will evoke imagery and feeling without any
real effort on the GM’s part. For example: “You
are in a vast park. There are hundreds of other
young people around, with groups dressed in
gaudy costumes. A black man in robes climbs
onto a makeshift stage and begins to speak.”
Anyone who has seen The Warriors will instant-
ly remember gangs like the Baseball Furies and
Turnbill ACs, with their distinctive outfits.
Remember, the entire game is based on
imagination. The players will be very receptive
to the GM conjuring images from their memo-
ries. They are already familiar with all of the
NPCs as well; they all know Robin Hood's Merry
Men and how they can be expected to act. In
my experience, players have always been de-
lighted to meet fictional and legendary charac-
ters they recognize, even when I do not
describe them explicitly. Once, during the
adventure based on The Warriors, 1 described a
small group of attractive young women out on
the street. One of the players said, “Holy [exple-
tive deleted], the Lizzies! Run!”

Mr. Donovan's next point had to do with the
legends meshing closely with the existing cam-
paign. To do otherwise, he asserts, will give the
adventure the wrong “feel.” I couldn’t disagree
more. Throwing the players a curve ball, shak-
ing them up, or presenting them with some-
thing totally unfamiliar is an excellent way of
refreshing a campaign. If the PCs only encount-
er what the players expect, complacency sets in
and the campaign withers. There are many
ways to avoid this, and using fictional and
legendary figures is just one way. There is an
entire subgenre of science fiction that deals
with just this concept, one of the best being A
Connecticut Yankee in King Arthur’s Court, by
Mark Twain. The richness of this subgenre is
generated by a central character being out of
place in the setting, giving him the wrong feel.
To use the previous example, an adventure
based on “Conan in King Arthur’s Court”
presents such a unique set of circumstances and
encounters to exploit that playing it would be a
blast. Imagine Conan going head-to-head with a
pompous Lancelot, and the point is made.

Mr. Donovan’s last point, related to the pre-
vious one, is that the level of magic in the cam-
paign must be taken into account when dealing
with figures from other source material. I
agree, but there is no reason to eliminate mate-
rial that does not compare directly. Simply
adapt the source material completely to the
campaign. In other words, Robin Hood would
be familiar with AD&D game magic and per-
haps even have a mage in his band. Beware,
however —the Sheriff of Nottingham would have
equal access to magic. There is no reason why
this cannot be done. In the Robin Hood sce-
nario, a mage casting a magic missile might be
quite surprised to have it reflected back by that
ring of spell turning Robin is wearing.

Mr. Donovan’s main argument was that by
adapting the source material to the AD&D
campaign, the source changes and loses its
appeal. Not true. The appeal of Robin Hood has
nothing to do with the fact that there is no
magic in his world, or that he always has the
upper hand against those who travel through
his forest. In fact, some fiction has Robin inter-
acting with otherworldly creatures, such as
sprites and faeries, which are so popular in
British fantasy. Robin’s appeal is the irony of his
situation: a basically good man who, through
unfortunate circumstances, is forced to a life of
thievery, all in order to serve the true king. He
takes the real rogues and thieves of Sherwood
Forest and forges them into a force of good.
These concepts and story lines are universal,
not confined to the current retelling of the tale.
Look at how different Errol Flynn's Robin Hood
is from Kevin Costner’s. Yet, even with all the
differences, most people are thrilled to accept
both as Robin Hood. I would contend that the
introduction of gunpowder into Robin Hood:
Prince of Thieves is akin to introducing magic
to him in an AD&D game campaign.

I hope that this discussion has given other
GMs ideas on how to handle fictional and leg-
endary figures in their campaigns. The main
trick is to be flexible, not only with the PCs but
with the NPCs as well. Adapt the legends to the
AD&D game, so that they will not be at a great
disadvantage or advantage to the PCs, and allow
for deviations from the “script” you have in
your head. If the situation evolves differently
from what you expect, go with it. It will often
be more fun than what you had in mind.

Adam Lesh
Los Angeles CA

In the AD&D 2nd Edition Legends and Lore
cyclopedia, page 10, it states, “If [heroes who
meet the right conditions for godhood] are
player characters, they are removed from play
and treated as a demigod [sic] from that point
on.” I see no reason for this. I believe that allow-
ing PCs to become gods opens the door to clever
DMs and players to take part in fantastic cam-
paigns of epic proportions.
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What's wrong with running a campaign of
godly stature? Many DMs may argue that the
characters will be too powerful and more than a
match for any earthly creature, but this is a
weak argument. I seriously doubt that any
character who has met the conditions listed on
page 10 of the Legends and Loreyclopedia
(twice average xp level in campaign, at least one
19 ability score, charisma at 18, over 200 fol-
lowers, perfect alignment) and has then become
a demigod would be interested in the sea mon-
ster in the bay or the troublemaker in the bar.
Why worry about dragons down the street
when there are fiends downstairs?

Others may say that a demigod character will
have a field day in the DM’'s world, altering
reality to meet his own needs. Keep in mind that
the character is only a demigod, the weakest of
all such powers, and he will be watched closely
by the other gods in the pantheon.

The main argument, however, is that the
campaign will lose all of the spirit of the AD&D
game. | agree that the campaign will be very
different from your average campaign, but I
believe it will be a step above the normal cam-
paign. Interacting with gods and other powerful
beings would be a welcome reward to veteran
players who have brought their heroes this far.
Just imagine the adventures the PCs would now
have and the beings they would meet. Good-
aligned heroes may be sent by their greater
powers to investigate an evil new power in the
depths of the Astral plane or some previously
undiscovered plane. I, as a DM, would have a
field day creating new and powerful creatures
and even entirely new universes.

I think that there should be more information
for DMs and players who want to run godly
campaigns, and 1 believe that these adventures
can be very successful if handled correctly. The
D&D® game did it with the Immortals Set rules,
and the AD&D game is far more developed than
the D&D game when it comes to gods and the
planes. Whether or not TSR, Inc. publishes any
information of this type, I will still begin adven-
tures of this grand scale.

Steven Davis
Rockford MI

I have been playing FRPGs for some time now
and I switched to the AD&D 2nd Edition rules
not long ago. A friend of mine had told me that,
in these new rules, the fighter character class
was finally worth playing, as it was definitely
inferior and not worth playing in the AD&D 1st
Edition game. But, after reading the Player's
Handbook,I found I had been greatly deceived.
In fact, the fighter class was still the weakest
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character class and, even if the fighters were
made a little more equal to the other classes
with the advantage of weapon specialization,
multiclassed characters received higher level
limits than before! Why bother playing an
inferior human fighter when you can arrive at
relatively high levels of experience when play-
ing a demihuman fighter/mage or other multi-
classed character? The temptation to play a
ranger or paladin instead of a “normal” fighter
is still very high, as the latter is not as powerful
as the others, and you might feel inferior to
your fellows who are playing rangers or pala-
dins in your group.

Is the fighter character class in danger of
extinction? Or is it just going to survive at the
price of being used only by the DM as an NPC
source until the referee gets tired of role-
playing characters so inferior to his PCs?

Some feedback on these topics would be very
appreciated.

Victor Paraschiv
Brussels, Belgium

I am writing in support of the editorial writ-
ten by Michael Stackpole that appeared in issue
#171. In his editorial, entitled “Role-playing and
the real world,” Stackpole attempts to dispel
certain misconceptions people have about role-
playing games, including those who theorize
role-playing games are mind manipulators that
lure their participants into becoming disillu-
sioned with reality and unnaturally violent
toward society. As an avid gamer for over 10
years, I would like to extend my support for Mr.
Stackpole’s argument by making a comparison
between the mentality of role-playing game
players and the rest of society. Through my
experiences over the last 10 years with role-
playing games, I have found that the entertain-
ment that role-playing games provide is quite
similar to and certainly as harmless as America’s
favorite pastime: spectator sports.

First of all, Stackpole states that groups like
Bothered About Dungeons & Dragons (BADD)
claim that role-playing games allow players to
escape into worlds of fantasy, thus forcing them
to tune out the real world. I disagree with this
allegation. How is it that millions of Americans
can watch and enjoy professional sports without
being sucked into their personal fantasies about
the games they attend or watch? Gamers are
not sucked into imagined worlds any more than
a fan is sucked into his television set while
watching the game. We use role-playing games
not as a device to tune out reality, but rather as
a contest in which the player can experience
glory or defeat, much like the fan who loyally
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celebrates or agonizes over the exploits of his
favorite team.

Another stand-out comparison that can be
made between these two forms of entertain-
ment is in the use of statistics. In the sports
world, fans are frequently obsessed with num-
ber in sports—and not just with wins and losses,
but with figures such as a players’ batting
average, shooting percentage, yardage gained,
or goals scored. This is similar in the case of
role-playing games as well. Players are constant-
ly striving to better their characters’ experience
points, hit points, skill points, or armor classes.

Just like the spectator who has a favorite
athlete, gamers also enjoy identifying with their
favorite characters. Yet, the fan knows and
realizes that he is separate from that favorite
player just as the average gamer knows that he
is separate from his character. This draws me to
my point. The comparison between sports and
role-playing games exists because each is noth-
ing more than a contest with sets of established
rules, designed to test its participants and enter-
tain its viewers.

My final point is on the issue of violence in
role-playing games. Stackpole attacks studies
done by the National Coalition against Television
Violence, and its allegations that role-playing
games conjure up feelings of violence in their
players. It is true that role-playing games often
use imaginary violence (combat) as a tool to
install a sense of excitement or danger into the
game. Yet, it is also true that this violence is
never graphic or descriptive in the way that it is
on television. For example, I find it difficult to
feel a sense of frenzied disquietude every time a
character is “hit for eight points of damage.”
Sure, there are many acts of imagined violence
in any given scenario, but these never come
across as anything more descriptive than a set
of numbers. In the case of television, many
shows are indeed violent in nature, but (not to
beat this comparison to death) so are sports. In
fact, the Boston Bruins redefine the word “vio-
lence” every time they take to the ice—and this
is real violence, too. No father can say to his
son, “Don’t worry, it's only Hollywood makeup
and special effects,” every time a hockey player
bashes another’s lower jaw into splinters with
his fist or stick. My point is that we live in a
society that is engulfed in violence, and though
much of it is modeled after that which is found
in the entertainment world, we certainly cannot
pin the blame on role-playing games.

I feel strongly about this issue, and I have
made this comparison because I have enjoyed
both sports and role-playing games throughout
my life, yet still kept a clear head on my shoul-
ders. Neither has ever affected my perception of
reality in any form. Thus, I strongly support
both role-playing games and sports, as they are
both harmless, great forms of entertainment for
kids who wish to keep clear of the real dangers
in the modern age: unsafe sex, drugs, and gang
violence.

Jake Remley
Newburyport MA
Q
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by Bruce A. Heard

This series chronicles the adventures of
an Alphatian explorer and his crew as
they journey across the D&D® Known
World in their skyship. The information
herein may be used to expand D&D cam-
paigns using the Gazetteer series.
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Nyxmir 18, AY 2001: Soon after load-
ing several barrels of genuine Boisjolis
Nouveau from Renardy into the Princess
Ark, our mighty ship steered to the south-
west. Several days passed as we continued
our exploration of the Savage Coast. The
term “savage” has little bearing on the
people who dwell on these shores, yet
their societies have remained very fragile,
nevertheless. Massive Hule looms to the
northeast. Far to the north reign the bar-
barian hordes. Great tribes of humanoids
hold the Yazak Steppes. There is cinnabar,

too, the vile substance that gives power
but corrupts its user. All this could sweep
the coast, brutally returning these bud-
ding kingdoms to lawlessness and the
darkest barbarism.

As I reflected on these possibilities,
Myojo informed me that we had reached
the southernmost cape of a kingdom called
Bellayne. He was excited, for he had heard
this was a nation of rakastas. Surely their
queen would have heard of our perform-
ance in Louvines. This presented a prob-
lem, since the Renardois and the
Bellaynish were bitter rivals. We might be
perceived in Bellayne as lupin sympa-
thizers, and therefore suspicious visitors.

So be it. The Princesswas made invisi-
ble, and I decided to disembark with Myo-
jo and Raman, going incognito as travelers
from Dunwick. We would visit the coun-
tryside and observe the people of Bellayne,
which would be helpful later should I
decide to meet their queen. It wouldn’t do
to commit an unfortunate faux-pas on our
first visit there.

I chose an old ruined castle as our land-
ing point. The gloomy fortress stood over
a cliff, overlooking the Western Sea in the
sunset. The Saragén Gazetteer indicated
this to be Castle Malburn. It would be an
easy spot for Talasar to find. As we left the
ship, I ordered Talasar to keep exploring
the coast—and especially to keep moving.
There could still be Heldannic prowlers in
the sky, looking for an opportunity to lash
out at the Princess.Talasar was to return
in two days. We would spend the night
there and begin our visit in the morning,.

Nyxmir 19: Something terrible hap-
pened during the night. We awoke to find
our old friend Raman dead, with neither
any sign of a fight nor any wound on his
body. Had he been killed during his
watch? Who could have done this, and
why? He had an expression of horror on
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his face, his eyes wide with fear. He re-
minded me of the man we found dead in
Slagovich—the one called Pustek, if I re-
member it. We never knew what had
happened to him. Was his fate linked to
that of our Raman? The Master might
have been behind this, but why Raman
and not me?

There was little we could have done for
our friend. With pain in our hearts, we
wrapped Raman’s body and his beloved
books in his blanket, then placed them
inside a large barrel. Once the barrel was
covered with stones, we somberly left. We
would recover the body when Talasar
returned. A few hours after our depar-
ture, a farmer on his way to Theeds
picked us up on his cart.

Time unknown—Raman, from a
later account: “Hey, what happened?
Where am I?” My words echoed in the
dark. I thought I must have fallen asleep
during my watch. I'd had a horrible night-
mare in which the ghost I met at the Tow-
er of Mercy in Vilaverde had found me.
She attacked me again and again, moaning
“Revenge . . . revenge . . .” I woke up just
as she struck the final blow, and a chill
ran down my back.

The sun hadn’t come up yet. Good, I
thought, I had not been asleep too long. I
must have somehow wandered away from
the ruins. I started to return and check
the safety of my two companions, but it
was dark and I had difficulties finding my
way back.

Nyxmir 20—Haldemar: Theeds-upon-
Blythe was a city like many others we had
seen on our journey. The majority of its
people were indeed rakastas. Humans
were not uncommon, including polite
locals, quiet merchants from Dunwick,
brash bankers from Smokestone City, and
refined exporters from Boa Mansao. There
were even a few elves and dwarves, prob-
ably Eusdrians, and a handful of native
halflings. The latter seemed perfectly
suited to Bellayne’s orderly ways.

We entered a small tavern called Ye Olde
Shoppe to rest from our journey from
Castle Malburn. “’Tis not opened yet, mi-
lords!” said the rakasta innkeeper. “The
meat pies aren’t ready.”

“I beg your pardon,” I responded, “but
we are tired from our journey. We hoped
to find rest and refreshment here.”

“T'll say!” intervened the serving wench.
“You can’t possibly send our guests out this
way! ‘Tis almost tea time, my dear!”

“Great Cats, you're right! Steam the
kettle, love. I'll fetch the crumpets at
once!” said the innkeeper.

“A cloud of milk, milord?” asked the
wench of Myojo. “And where might you
be from? I don’t know your accent. Dear
me, of course, you must be from the For-
est Marches, true?”

Wide eyed with confusion, Myojo mut-
tered, “Yes , . . yes . . . Forest Marches.”

“Truly amazing,” she went on. “One lump
or two? I never met the forest folks. I
always pictured them with green overalls

and feathered hats, you know. Any kip-
pers? Or a slice of pudding, perhaps?”

“You are annoying our guests, love,”
intervened the innkeeper. “Let them rest,
and stoke the fire, please.”

The folks of Bellayne seemed a friendly
people. The day went on in this way as we
visited the city and learned about its peo-
ple. But nothing could truly ease our
hearts after the death of Raman. I could
still not understand it. It was so sudden
and meaningless. I wished I could still see
his face and hear his voice.

Time unknown—Raman, from a
later account: Something was terribly
wrong. The sun had not risen for what
seemed an eternity. There was no castle to
be found. The cliff was gone, and so was
the sea. Could have I wandered so far to
be this lost? I kept running into crisscross-
ing dirt paths and bare rocks. The trees
here had nothing in common with what I
had seen before. This was too confusing.

“A penny for your thoughts, Raman,”
said a voice behind me. I turned and saw
her, the ghost I first met at the library in
Porto Preto. However, she now wore the
leather cuirass of an adventurer and held
a serrated sword. Her skin bore the red
mark of cinnabryl. “Welcome to my world,
old sage,” she said with a wicked smile.

“Your world? What world?” I asked.

“Have you not found out yet? You disap-
point me. Come now, old sage. This is
your last discovery. This is Limbo, my
dear, and you are the merest reflection of
what you once were. You are mine now.”

“You lie, fiend! This is all trickery!” I
responded, feeling a terrible sense of
coldness in my spine.

“Spare me. You failed me once and now
I've come to make you my servant—and
serve you will, old sage, for I need your
soul to guard my grave.” She brandished
her sword. An evil glint came from its
blade as she turned into a vile, crimson
spectre.

I screamed in horror and ran. The night-
mare would not end. Many times she
found me cowering behind a rock or
trembling in the shadow of an ethereal
tree, but I was lucky and escaped her for
some time. So it was true—I was dead,
dead and lost in Limbo.

Nyxmir 21—Haldemar: Despite our
depression, Myojo and I saw that Bellayne
was a very likable place, except for the
food. It seemed no real enmity existed
between the Renardois and their feline
neighbors, other than a natural dislike of
each other. A question of taste, I guess. At
least they had common foes in the north,
and that alone kept them from the worst.
Their queen, Her Gracious Majesty
Catherine “The Lioness,” is both honored
and beloved of her people. She was seen
as a strong and wise ruler, which was
what I wanted to hear. This place seemed
pleasant enough, but it was time to return
to the Princess Arkand give Raman a
decent burial, then to mourn our loss.

In Limbo—Raman, from a later

account: In my flight from the red spec-
tre, I discovered a strange place that
looked like a city. All was dark and crook-
ed, as if the very forces of Chaos had built
its streets and houses. There were people
there, many people, the souls of lost crea-
tures like me, all seemingly stranded
there. Since I was dead anyway, there
wasn’t much I could lose, so I entered and
explored this bizarre place.

Nobody seemed to mind my presence.
There were shops selling various baubles,
tools, and weapons—but no food. Indeed, I
felt no hunger. Like any other city, it came
with rather obnoxious folks, pick-pockets,
haughty lords, and beggars who looked
shrivelled, as if the light in their souls was
fading. One faintly begged me, “Have pity,
master. Have pity for one who withers.
Please, bestow me with the gift of life, and
I'll serve you, my master. A mere shred of
your life . . .” I kept moving,.

I found what looked like a twisted hos-
telry, where I rented a room where I could
rest. The keeper, probably another lost
soul like me or perhaps a deceased inn-
keeper himself, asked for his dues. I
dropped a few coins on the desk; I seemed
to have all my old clothing and items, even
in death. The innkeeper looked up, sur-
prised. “A newcomer, eh?” He blew on the
coins and they dissipated into thin air.
“Your wealth is no more in the world
beyond. I request your true wealth.”

“And what might this be?” I asked
nervously.

“A mere shred of your life, stranger,” he
said, pointing to a vial. “Touch here.” I did,
and a cold sensation crept up my arm. I felt
a bit more tired. So this is what a “shred”
was! In this world, only one’s lifeforce had
any value. I'd better learn quickly how to
use it. I went to my quarters.

I was happy to discover I still had my
trusted library scroll, and it worked. Per-
haps this was a mere reflection of my true
books, but I could still browse. How long
would it last? I had no way to tell.

I spent a very long time there, alone and
quiet, studying what little information I
could dig up on Limbo and its laws. The
city was a safe haven, but also a backwa-
ter, for it led nowhere. Many souls ended
up there, afraid of Limbo’s wilderness.
Those who were strong of heart and faith-
ful to their Immortals could find a way to
eternal rest, somewhere beyond this Lim-
bo. Others cowered in the City of the
Dead, safe perhaps but stranded until they
decided to meet their fates.

Someone knocked at my door. A tall
figure stood there, wrapped in a long
black robe with a hood. It whispered, “You
seek escape, human. I can sense it.”

“What do you want?” I inquired.

“I know what you seek, and I know
where it lies,” it hissed.

“What do you know of what I want? And
what does it matter to you? Begone!” This
character was truly disturbing.

“Your companions are grieving,” it whis-
pered again. “They await your return
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from beyond.”

“No one can leave here. What happened
has happened. Now go away.”

It slowly shook its head. “Not so, human.
There is a way. You can return to your
friends, and I know how.”

It dawned on me that perhaps this could
lead somewhere. “And you'll reveal to me
your dark secret if I pay you—don’t tell
me—a shred of my life!”

“Five, human. Five shreds of your life, or
darkness forever,” it whispered.

“Prove to me first that you don't lie! I
will not let go of my life so easily!”

The gaunt soul breathed deeply, then
whispered, “In the City of the Dead, no
one can cheat on a pact. The law of the
Immortals binds me to my word.”

“So be it. Tell me your secret, and I will

ay you.”

“Seek the rock on which an obelisk
stands. Beyond, at the bottom of the fallen
bridge, lies a gate. It leads back to your
world. Go quickly, for your time now runs
faster.”

The gaunt creature grasped my wrist
with a skeletal hand. I could see spectral
flesh materializing slowly on its bones as it
drained my lifeforce. Then it left, quietly
and mysteriously. I felt very weak, and I
could see in a mirror I had faded a bit.
This was troublesome. I had to move on. It
seemed to me I had been here for over 10
days already.

Nyxmir 22—Haldemar: At last we
recovered Raman’s body and returned to
the ship. Consternation overtook the crew
at the sad news. Talasar began to prepare
the mourning ceremony and the last pray-
ers for Raman.

His remains were brought to the chapel,
and incense was lit around them. A few
candles were all that brought light to the
chapel. The crew entered one by one to
pay their last respects to Raman. Later
that night, the officers, Lady Abovombe,
Myojo, Nyanga, Leo, and myself remained
for an eve of mourning. Talasar then be-
gan the prayer for the dead.

In Limbo—Raman, from a later
account: At last, here it was—I had found
the obelisk! From where I stood, I could
see a fallen bridge below. I started scram-
bling toward it when I heard a familiar
voice.

“And where do you think you are going,
old sage?” The red ghost was there, stand-
ing in front of me. “It took you some time
to get here. I thought you would never
leave that city. Your five shreds of life felt
so sweet, old sage! How kind of you to
bestow me with something so dear.”

This evil soul had lured me out of the
city’s protection. I had no hope of defeat-
ing her now; I was too weak. I knew the
pact was still good, but I would have to
reach the gate first.

Again, she turned into her dreadful
spectral incarnation and approached.
Other voices then rose in the distance.
Faint at first, they grew in strength. I
could have sworn I recognized Talasar’s
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voice among them. It was compelling me
to move toward the bridge.

The crimson spectre screeched and
charged, her sword raised to strike me.
Suddenly she stopped, dropped the sword,
and fell to her knees, screaming in pain.
She had hit a magical barrier around me,
like some sort of protection from evil spell.

“Cursed be thee, cleric of Razud! Cursed
be all your crew!” croaked the crimson
spectre. I had no wish to hear more. I ran
to the gate, and all became black again.

Nyxmir 23—Haldemar: The night of
mourning was over. It was time to return
Raman’s mortal remains to the care of the
sea by the light of dawn, as demanded by
naval tradition. The crew stood at atten-
tion as Raman’s shrouded body was placed
on the plank. Talasar uttered his last pray-
er and farewell when Ramissur blew his
whistle to signal Raman’s final departure,
with two long, saddening notes.

Suddenly, Raman’s body lurched,
moaned, and sat up on the plank. Fright-
ened out of their wits, the sailors holding
the plank screamed and accidentally
dropped the plank overboard—along with
Raman’s body!

Ramissur immediately dove overboard to
recover our friend. By some miracle, Ra-
man had come back to life, barely avoiding
another death by drowning this time. Pale,
exhausted, and visibly shaken, he was
brought back to his quarters a mere
shadow of himself. After a long rest, per-
haps he could tell us whatever it was that
happened to him. Until then, Talasar
would remain with him at all times. There
was no telling what might come from
beyond to reclaim his soul.

To be continued...

The world beyond
A study completed by Raman Nabonidus,

Sage and 1st Engineer of the Princess Ark:

“As many people correctly believe, a
living being is made of two basic elements,
material and immaterial —body and soul.
The body results from the interaction of
forces pertaining to the Spheres of Matter
and Time. Matter makes up the body,
while Time regulates its natural life.

“The soul requires elements pertaining
to the Sphere of Thought and Energy.
Thought allows the soul to be sentient,
while Energy allows to it exist. It is the
soul that animates and governs the body
when both are joined. Without it, the body
soon perishes.

“A fifth element exists, one that initially
binds soul to body. This element pertains
to the Sphere of Entropy. It is strong at
birth, then weakens as years pass. If natu-
ral death occurs, that bond withers, allow-
ing the soul to leave the body. Otherwise,
the remaining entropic force is released in
the Prime plane or wherever the body was
at the time of death. This force is one that
creatures of Entropy feed upon. . ..”

Limbo

At the time of death, a soul is immedi-
ately transported to Limbo, a very remote
outer plane. It is a dark and mysterious
place that no living being but Immortals
may enter. There, the soul may seek eter-
nal rest or struggle to return to its body,
thinking it still has unfinished business.

Chaos is the dominant element in Limbo.
It affects many things, from the physical
laws to the passing of time. Time in Limbo
runs differently than in the Prime plane.
The first day a soul “lives” in Limbo lasts
only an hour in the Prime plane. The
second consecutive day in Limbo lasts two
hours in the Prime plane, the third consec-
utive day three, and so forth. At this rate,
an uninterrupted year in Limbo would be
a little over seven years in the Prime
plane, and a decade there would last seven
centuries on the Prime plane!

When a soul manages to leave and then
return to Limbo, the passage of time re-
sets itself, so a day there is equal to an
hour in the Prime plane. Time in Limbo
can always be measured with a sundial
despite the lack of any sun. Natural sun-
dials exist in Limbo’s wilderness. The mark
of the sun on the dial actually glows no
matter how the sundial is held. Sigils on
sundials mark the passing of weeks,
months, and years. Magical hourglasses
may also mark the corresponding time in
the native plane of the entity consulting it.

The passing of time in Limbo explains
why two creatures who entered that plane
at different times will not be able to exit it
and reappear in the Prime plane at the
same time. For example, two warriors die
during a battle. The first warrior dies at
dawn, the other at noon (six hours later).
Both meet in Limbo. This means the first
warrior has already spent three full days
there (three days in Limbo equal six hours
in the Prime plane). Together they manage
to find a gate back to the Prime plane after
another four days in Limbo. By then, the
first warrior has spent seven days in Lim-
bo, and the other only four. If both enter
the gate simultaneously, the first warrior
appears 28 hours after his death (at 10
AM. the day after his death), and the sec-
ond warrior appears 10 hours after his
death (at 10 P.M. on the day of his death). If
they met again in the Prime plane and
both reentered the gate to Limbo at the
same time, time in Limbo would affect
both in the same way from this point on.

As long as a soul remains in Limbo, it
appears, feels, and thinks like its living
counterpart, though it neither ages nor
requires food or water. It possesses all
items the character carried or wore at the
time of his death, complete with magical
abilities. The soul and its equipment are
only “reflections” of what they once were.
Magical-item reflections function only in
Limbo, being powerless in the Prime and
other planes. Should the next living owner
of the deceased character’s magical items
die in the Prime plane, the old reflections
of these item would dissipate and reap-
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pear in the possession of the last owner’s
soul when it reaches Limbo. Exception:
Artifacts have no reflection in Limbo.

A soul in Limbo senses when its former
possessions, such as weapons, tools,
clothes, and so on, are being used on the
Prime plane. It also knows if they are
being used in a way the soul would ap-
prove of. The physical objects and their
reflections in Limbo are closely linked.
The older the object or the stronger its
magic, the greater the bond. An intelligent
sword could even communicate with its
owner on the Prime plane and its previous
owner’s soul in Limbo. Think again before
stealing a sword from an ancient tomb;
one never knows to whom it once be-
longed, and the owner’s soul might come
back from Limbo and haunt the grave
robber until the sword is finally returned
to the tomb.

Most spells may be cast normally, except
for traveling spells used in an attempt to
leave Limbo. A teleport spell used to move
from one region of Limbo to another will
function. Teleport, travel, word of recall,
or wish spells used in an attempt to exit
Limbo will fail. The only way to leave
Limbo is through adventuring. Likewise,
all healing spells and all spells related to

life, death, or souls (e.g., raise dead, speak

to the dead, animate dead, magic jar,a
wish used in any way affecting death)
cannot be cast from inside Limbo. Enter-
ing or leaving Limbo heals any damage
done to the soul.

To a soul, the environment in Limbo
looks and feels as if it were a tangible
reality. For D&D game purposes, the soul
is played exactly like the live character
was, with armor class, hit points, move-
ment, and so forth. Of course, a soul that
just arrived in Limbo doesn’t immediately
believe it is “dead.” The soul needs time to
come to that conclusion.

Limbo may take different aspects, de-
pending on the character and his cultural
background. For example, a character
from Ochalea may see Limbo as a shad-
owy Oriental garden with pagodas, while a
character from the Northern Reaches
could see it as giant glaciers battered by
dark, thunderous storms. For those with-
out such beliefs, Limbo is likely to look like
dirt paths winding through jagged rocks.
The sky ranges from a dim, gray twilight
to total darkness. Eerie algae and veils of
Spanish mosses seem to stretch forever
from the ground up into the starless sky.
Even though the ethereal plants sway
slowly as if in some imaginary breeze, a
sound like a howling wind can be faintly
heard far away in the darkness. Occasion-
ally, a screech or the rumble of falling
rocks echoes in the distance. Limbo is a
cold, dismal place, with grays and blacks
dominating throughout.

If one flew “upward” alongside the algae,
he would discover that their other end is
rooted in a land that is the mirror image
of the one he just left, as if Limbo were a
giant sphere. If one could dig into the
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ground, he would reappear on another
surface in all ways identical to the one he
just left. These places are all infinite exten-
sions of the same world, like interlocking
Mbbius strips. Like the Prime plane, Limbo
is not a finite universe; this is due to the
predominance of Chaos in Limbo.

Many creatures populate Limbo, ranging
from the lost souls of otherworldly beings
to creatures of Entropy and predators
unique to Limbo. These latter seek to
destroy lost souls, for they feed on ele-
ments related to the Spheres of Thought.
These entropic entities represent ultimate
oblivion for those who fall before them.
They usually remain in Limbo, since other
planes are deadly to them. Only the more
powerful ones dare linger in the Prime
plane, often in an attempt to stalk prey
that escaped them. The more powerful the
prey, the more it will attract these deni-
zens’ hunger. Other beings haunt Limbo as
well, including Immortals on a quest or
fiends with some dark scheme in mind.

Seeking eternal rest

The souls of nonplayer characters enter-
ing Limbo will seek eternal rest in most
cases, at the DM’s discretion. If not, skip to
the next section, “Returning home.”

If the character chose an Immortal Pa-
tron to guide him during his previous life
and he has been faithful to his philosophy,
his soul will find a gate leading to the
plane of his Immortal Patron. The time
spent in Limbo, ranging from a few min-
utes to several decades, depends on how
faithful that character was. The stay in
Limbo is meant as a period of atonement.
On the Immortal Patron’s plane, the soul
becomes a servant of the Immortal and
cannot be called back to the Prime plane
(by a cleric casting a raise deadspell, for
example) without the Immortal Patron’s
will. All memory of the Immortals plane is
wiped out permanently if this is achieved.
No mortal magic can restore memory lost
that way.

If the character had adopted an Immor-
tal Patron’s philosophy but betrayed it
later, that character’s soul will not ever be
allowed into the Immortal’s plane, and it is
condemned to remain forever in Limbo.
Sooner or later, the lost soul will fall prey
to entities of darkness that wander the
paths of Limbo. Truly evil souls could fall
before the forces of Entropy there and
join their side, but they are more likely to
become Entropy’s prey or the hapless
pawn of some grand, evil plot.

A chaotic soul trapped in Limbo may
become a Minion of Chaos. It must first
become familiar with the peculiarities of
Limbo (subtract the character's or mon-
ster’s level from 40; the result indicates
the number of local days a soul needs to
“survive” in Limbo to gain this knowledge).
If it defeats a Minion of Chaos of the same
number of hit dice or better (minimum 10
HD), a Chaotic soul then becomes a Minion
itself, the very predator it learned to fear
in Limbo.

If the character never adopted any phi-
losophy at all, his soul must go on a quest
to find the gate that leads to eternal rest
on planes where free souls may reside.
These are the entities that mend the fabric
of the universe in the Prime or Outer
Planes, allow the celestial clock to work,
enable the eternal cycle of creation to go
on, and maintain the balance between the
powers of the spheres.

Simple prayers from those still alive can
help a soul lost in Limbo. To someone in
Limbo, prayers sound like faint calls from
friends. If the prayers are uttered with
enough faith, they can lead a soul in the
right direction, toward a gate it seeks or
away from danger. Many clerics know
prayers for the dead, which are particular-
ly effective when said by mourning
friends gathered at the side of the de-
ceased or at his grave. Depending on the
mourners’ background, candles, incense,
chimes, songs, Ochalean firecrackers, the
toll of a bell, or the sacrifice of gifts, are
used to ward off evil spirits (equivalent to
a protection from evibpell in Limbo) and
help the prayers reach the soul beyond.
The most effective prayers for the dead
were written many centuries ago by the
ancient Nithians; these are still in use in
the HOLLOW WORLD™ setting.

Other spells cast in the Prime plane can
affect lost souls, like speak with the dead.
To a soul in Limbo, the spell induces a
trance that allows the soul to respond to
questions (no save). The soul is totally
vulnerable during that time and cannot
break the trance until it has responded to
the cleric’s three questions.

Returning home

For a soul to desire its return to the
Prime plane, there should be some un-
bearable need or feeling of distress such
that the soul would be ready to risk losing
eternal rest in order accomplish a great
deed. An epic struggle against evil, a loved
one in dire need of help, and revenge for
some terrible crime are examples of legiti-
mate reasons to go to the Prime plane.

When confronted with a character’s
death and entry into Limbo, players will
almost always attempt to bring their char-
acters back to life, regardless of the legiti-
macy of their reasons. Let them. If a
player is being frivolous, make his charac-
ter’s path to the Prime plane dangerous
and unforgiving. The path to the Prime
plane can be a long and difficult one. In
the case of a character with a noble quest,
some help could be made available in the
persons of benevolent entities guiding the
lost soul toward a gate.

The wandering soul must face many
dangers that could destroy it forever.
Creatures of darkness dwelling in Limbo
prey upon these lost souls. Gates are well
hidden. Malevolent beings also know that
lost souls seek these gates to return to
their world, and therefore will haunt
these places. The more powerful ones,
fiends or their Minions in particular, will
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attempt to fool a lost soul into believing
they are trying to help. Instead, they will
guide the soul to the wrong gate, one that
leads to their plane. There the soul will be
devoured or imprisoned by creatures of
Entropy.

If the soul succeeds in reaching the
Prime plane, it will enter at the spot
where its body was killed. The soul is
invisible totally immaterial, and incapable
of affecting anything physically or magi-
cally in the Prime plane. No one can see it
or hear it. The soul must find its body by
wandering the region and listening to
people. If it finds its body, the soul may
immediately enter it and attempt to reani-
mate it, provided the body is in reasonably
good condition. Make a Constitution Check
based on the character’s original score. If
it succeeds, the body is revived. For exam-
ple, a warrior dies from a stab in the
heart, and his soul leaves the body and
later returns. Everyone thought the fight-
er was quite dead (he was), only to discov-
er that the deadly blade just grazed the
fighter’s heart. He “miraculously” awakes,
very weak and in pain but alive.

If the body decayed beyond any possible
recovery, was damaged to a point it
couldn’t conceivably live, or was already
disposed of (cremated, buried deep in the
ground, etc.), then the soul is in danger of
becoming a ghost. Make a Wisdom Check
based on the original character’s score. If
it succeeds, the soul immediately returns
to Limbo. If not, it becomes a ghost
trapped in the Prime plane (see the de-
scription of the ghost in the Rules Cyclope-
dia, page 182).

Souls may be recalled to the Prime plane
by powerful clerics. To a soul in Limbo, a
raise deadspell would produce a great ball
of blinding light. The spell in effect creates
a magical gate for the soul. It leads it di-
rectly to its body, at the time the cleric
casts the spell. If it does not desire to
return to the Prime plane, the soul must
pass a Wisdom Check to resist the call.
Sometimes entropic entities will imprison
a newly arrived soul, hoping for an unsus-
pecting cleric to cast such a spell. The
entity will enter the gate and take posses-
sion of the resurrected body. At other
times, a Minion of Chaos might sneak into
the gate after the soul. Creatures of Limbo
can be jealous of and spiteful toward those
who escape Limbo. Clerics should always
take heed when summoning a soul back
from beyond, for there very well might
also be a furtive shadow lurking some-
where near, waiting for its time.

Cities of the dead

Invariably, there are places in Limbo
that can be called cities. They offer a
neutral ground where souls, followers of
Entropy, and creatures of Chaos may meet
and dwell without fear of each other. It is
rumored that these places are under the
protection and law of Immortal Patrons.

As long as one remains in such havens,
no harm may befall him without his own
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consent.To say the place is absolutely safe
would be far from the truth, however; the
only acceptable “currency” there is one’s
precious lifeforce. Many reasons exist for
why a being might want to part with some
of its lifeforce; this is usually done for
services or information. A Minion of Chaos
may bestow upon a weak soul some of its
lifeforce in order to obtain its services for
a time. A lost soul may accept the loss of
some lifeforce in order to gain valuable
information on the location of a magical
gate. Another might want to pay a rent to
“open shop” and sell goods (remember,
there is no way to tell how long the reflec-
tion of an object will last in Limbo). A
fiend may “loan” lifeforce to another enti-
ty, at an interest, but the fiend might let
the contract run past its deadline and
claim its dues back when one is not in any
shape to repay. Many souls became the
victims of an unscrupulous fiend, either
meeting their final doom or becoming
followers of Entropy just to survive. Cities
crawl with such unsavory creatures.

The trading of lifeforce is vital in Limbo
because it often is the only way to cure
damage to souls. A soul on a quest to find
a gate might sustain great damage in a
battle against a creature of Chaos, and
thus would want to seek employment in
order to cure its wounds. The reflection of
money and precious items has little value
in Limbo. These are viewed as mere trin-
kets and baubles.

Lifeforce can be transferred upon con-
tact. For simplicity, lifeforce is measured
in hit points. The recipient cannot receive
more lifeforce than its normal hit-point
total. Lifeforce can be stored in vials and
used at a later time like a magical potion.
One may refuse to return borrowed life-
force, but then the protection of the city
no longer applies to the delinquent, and
his creditor is entitled to take any action it
sees fit.

Denizens of Limbo

As mentioned earlier, myriad entities
populate Limbo besides the souls of the
dead. Because of the preponderance of
Chaos there, the “law” of the strongest is
the only one that applies. Among the more
powerful entities are fiends and their
rivals, the Masters of Chaos. Fiends, or
Lords of Entropy, are not native to Limbo
but consider that plane their hunting
grounds. Masters of Chaos are souls that
remained in Limbo and rose to power
there. Every Minion of Chaos remembers
vividly its very first encounter with a fiend
or its servants when it first entered Limbo
as a lost soul. For this, Minions of Chaos
abhor fiends and all other entities of En-
tropy, especially undead in the service of
Entropy.

Undead are abominations that should
not normally exist, except that sometimes
intense emotions or evil magic interfere
with order in the Prime plane. Some un-
dead maintain links with Limbo.

Sentient undead with physical forms

(ghouls, wights, mummies, liches) often
require souls to be called back to the
Prime plane from Limbo and be bound to
their corpses. Souls that make it past a
gate to eternal rest cannot be called back
for the purpose of creating undead. Senti-
ent undead whose souls are capable of
traveling Limbo retain their ability to
control other undead souls in Limbo, just
like on the Prime plane.

Undead without physical forms (wraiths,
spectres, haunts, spirits, etc) are perver-
sions of their original souls. This happens
in the cases of great sorrow or ultimate
evil. Some souls trapped in Limbo for a
very long time may turn into these beings
and return to the Prime plane many years
after their actual deaths.

Most undead have a goal that will allow
them to earn eternal rest, sometimes good
(ghosts), sometimes evil (spectres). Others
hope to break the curse that created them
(mummies). Most evil undead are content
with spreading evil and sorrow around
them (wraiths, nightshades) in revenge for
their fate. Others have become insane in
their quest for power and knowledge
(liches), or in their painful, unbearable
hunger for live flesh (ghouls, wights,
vampires).

Note that in order for an evil soul to
become any of the undead in the following
section, the late character must have had
at least the same number of HD as the
chosen undead form.

Skeletons, zombies: These are the
lowest manifestations of evil magic. Some-
one in the Prime plane simply animated
the remains of dead bodies, which does
not affect their souls. The souls of the
victims of this magic may go on quests for
eternal rest.

Ghouls, wights: These creatures exist
in the Prime plane due to entropic magic.
Ghouls must feed only to ease the pain of
hunger; they do not otherwise require
food to survive. A wight, however, is far
more than a hungry undead. After being
killed by a wight, a victim’s soul first goes
to Limbo. There, it is stalked by the
wight's mind, as the wight enters a cata-
tonic trance that allows it to send its own
soul after its victim. A wight’s soul looks
like a dark, frightening shadow straight
from the deceased’s worse nightmare.

The wight's soul is more powerful in
Limbo than in the Prime plane, and it
knows many tricks. It can cast the follow-
ing spells once per visit in Limbo: hold
person, phantasmal force, web, continual
darkness,and hallucinatory terrain.It can
also enter Limbo within 1d4 miles of its
victim. The wight can sense the general
direction of its victim. The energy drain
ability functions in Limbo. A soul totally
drained of its energy is forever destroyed.
The wight's soul uses this ability to heal
damage on its Prime plane body at the rate
of 1d4 hp per hit die drained.

If it catches the hunted soul, the wight
can instead bind it to the victim’'s corpse,
thus creating another wight. If the victim's



soul can stay clear of the wight for four
Prime plane days (almost seven months in
Limbo), the undead will give up the hunt.
If the soul defeats the wight, the undead
awakens from its trance. It may attempt a
trance every night for four nights. The
trance lasts 1d4 hours in the Prime plane,
at which point the wight's intolerable
hunger for flesh awakens it. Destroying
the body of a ghoul or wight in the Prime
plane also destroys its soul.

Wraiths, spectres: These are the
corrupted souls of evil beings whose ha-
treds drove them to return to the Prime
plane. Wraiths usually prefer to haunt an
evil place. Spectres, however, often are
followers of Entropy sent back to the
Prime plane by a fiend to complete a
quest.

Wraiths and spectres hate all that lives.
Destroying these entities also eradicates
their souls. These entities can follow the
souls of their victims into Limbo to drain
their energy. They possess the same spell
abilities in Limbo as the wights. As with
wight, energy drain heals any damage
inflicted to the entities at the rate of 1d4
hp per drained hit die.

Mummies: A mummy is the result of a
curse cast by someone who is already
dead and desires revenge on the mummy-
to-be. The caster of the curse refused
eternal rest and remained in Limbo in
order to take its revenge. Nithians were
notorious for this sinister practice.

The curse has the power to send a soul
eater (see AC9 Creature Cataloguelafter
its victim’s soul soon after the latter’s
arrival in Limbo. The soul eater will stalk
the victim until the latter can locate and
destroy the caster of the curse. If the soul
eater effectively defeats the soul, it will
drag it back to the victim’s mummified
corpse, to which it will be bound.

The curse prevents the soul from ever
leaving the body, except for a very specific
task that the mummy must accomplish.
The mummy might not initially know
what the task is. If it is to guard a tomb, it
may do so for 1d6 millennia. The hapless
being remains in the darkness of its tomb
until such time as it can meet the terms of
the curse. If the mummy meets its goal,
the corpse falls apart and its soul returns
to Limbo to seek eternal rest.

If the mummy is destroyed before it
achieves its goal, the curse prevents the
soul from then earning eternal rest. It
must then attempt to return to the Prime
plane, again, and seek revenge on those
who destroyed its corpse. It returns as a
ghost that can cast curses of insanity. Only
a wishor a remove cursapell cast by a
20th-level spell-caster can cure a mummy’s
curse.

Vampires: The “gift” of vampirism is a
magical disease created by an Immortal of
Entropy and brought to the Prime plane in
an attempt to spread sorrow and destruc-
tion. Mortal magic or medicine cannot
cure this disease. It prevents the soul of a
victim from entering Limbo at the time of

death; the soul remains in the corpse to
rise again later. When a vampire is de-
stroyed, its soul returns to Limbo to seek
eternal rest. Vampires do not always begin
as evil creatures, but the agonizing need
for fresh blood eventually turns each of
them evil or insane at the rate of one day
per hit die it has.

Phantoms: Although treated as an
undead, the apparition is the reflection in
the Prime plane of a Master of Chaos. This
is a powerful tool given to Chaos, since it
can be used anywhere at any time, with-
out the entity leaving Limbo.

The shade is the undead servant of a
fiend. It is the corrupted soul of someone
who was captured in Limbo and taken
away to the fiend’s plane. When de-
stroyed, the shade returns to its evil mas-
ter’s plane.

The vision is an amalgam of the souls of
warriors who died on a battlefield and
found a way to return to the site. Their
emotions were so intense at the time of
their death that they couldn’t leave the
place. Their misdirected angst causes
them to attack anyone entering the site,
thinking them to be their old enemies.
They cannot communicate and go dor-
mant if no one approaches. If the vision is
destroyed, these souls return to Limbo to
seek eternal rest.

Haunts: The most common manifesta-
tion of Limbo on Mystara is the ghost (or
banshee, for evil female elves), which was
brought up earlier in this article.

Although treated as an undead form, the
poltergeist is in truth the extension of a
Minion of Chaos. The latter uses it to
interact with the Prime plane without
traveling there itself, like using a remote-
controlled device. By using a poltergeist, a
Minion of Chaos may pull objects into
Limbo for its own uses. This is a way
physical objects from the Prime plane may
end up in Limbo. An object’s reflection in
Limbo, if one already exists there, van-
ishes from the hands of whatever soul
possessed it at the moment the physical
object is brought into Limbo. The soul of
someone killed by a poltergeist’s aging
ability is drawn into Limbo where it falls
prey to the Minion of Chaos. Poltergeists
may be created only on the site of a dra-
matic death where the link between the
Prime plane and Limbo is strong.

Spirits: The druj and the revenant are
similar to the ghost in that the soul re-
turned to the body sometime after death.
The difference is that the original, evil
character was 18th level or higher and his
soul may reanimate the corpse even
though it has reached an advanced state of
decay. The odic is the soul of an evil mon-
ster whose body was totally destroyed
before the soul’s return to the Prime
plane. All three spirits travel the Prime
plane in search of those (and their descen-
dants) who caused their deaths. Spirit
hauntings cease when all legitimate de-
scendants of the original culprit, up to the
seventh generation, are dead or insane.

These spirits are destroyed when they
reach their goal or exceed the time of
their quests in the Prime plane.

Nightshades: Very rare on Mystara,
these undead are constructs built by
fiends to further some grand, evil scheme.
Fiends use the souls of shades as the basic
element to build nightshades, which are
often sent into Limbo to harass the more
powerful Masters of Chaos. Because of the
distorted time flow in Limbo, however, it
is difficult to retrieve nightshades. Finding
the right nightshade and determining with
accuracy when it would arrive on the
other side of a gate is an arcane art that
few among Masters of Chaos or Lords of
Entropy can master. Nightshades do not
control the time distortion that occurs
when they leave Limbo to go to another
plane.

Liches: Magic is required to create a
lich, allowing the soul of the lich-to-be to
travel to Limbo where it must accomplish
a quest. The object of the quest is usually
to gain some form of evil magic or a spell
that will bind the soul back to its body and
suspend its decay. Depending on the time
the lich’s soul takes to meet its goals, the
body may reach an advanced stage of
decay. There have been cases of liches that
accomplished their quests quickly enough
to prevent major deterioration of their
bodies, but as long as a few bones are left,
a lich may yet succeed in its scheme. If
nothing is left of the body, the lich cannot
further its quest and is trapped in Limbo.
The lich's quest often requires the destruc-
tion of a powerful denizen of Limbo.

Like wights, liches dream and can thus
travel Limbo in search of victims to tor-
ment and secrets to gain (such as new
spells or the location of artifacts). A lich
can enter Limbo once per new moon, and
it tracks down victims much as a wight
does. The souls of liches have the same
abilities and game statistics in Limbo as
the original monsters, complete with magi-
cal weapons (which again are only reflec-
tions of the true items). Liches prey on the
souls of dead wizards, preferably ancient
rivals.

Liches, though able to summon and
control undead creatures, are not neces-
sarily followers of Entropy. For this reason
and because they are very powerful entit-
ies on Limbo, liches sometimes manage to
become Minions of Chaos when trapped
on that plane. Lichdom often